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Swat 
40 QUAKE 


Lobotomy, Lobotomy, Lobotomy. They succeed 
where others fail in bringing the most techni- 
cally complex PC game over to the lowly 
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Travellers Tales and the Sonic Team have performed miracles 
with this game - as we discover this month! Sonic R's sheer 
graphical brilliance is matched with Sonic Team gameplay 


Editor Richard Leadbetter 
Deputy Editor Matt Yeo 

Company Art Editor Dave Kelsall 

Art Editor Jason McEvoy 

Deputy Art Editor Mick Paterson 

Staff Writers Lee Nutter, Gary Cutlack 


Tips Department Vacant 


Contributor “Manual” Daniel Jevons 
Japanese Editor Warren Harrod 
Cover Art Sonic R by the Sonic Team! 


design making for an unstoppable racing juggernaut! 
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Saturn. Quake is looking seriously cool, so in 
preparation for next month's review we bring 
you a full-on look at how the game is shaping 
up to date. Prepare for an unbelievable 
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86 RESIDENT EVIL, PART 2 


SEGA SATURN MAGAZINE is into giving its read- 
ers the very best in tips based entertainment, 
as you would have realised over the last year or 
so. Hence the inclusion of this, the second part” 
of our awesome Resident Evil guide. In this 
instalment we deal with the antics of vill 
Valentine, having already provided you with an 
exhaustive guide to Chris Redfield in the previ- 
ous issue of SEGA SATURN MAGAZINE. Turn to 
page 86 now! 














SEGA SATURN MAGAZINE where the review 
appears. Check out the tracks ‘n’ cars of 
Touring Car - we'll reveal the INCREDIBLE secret 
bits in the next issue - they'll blow you away! 


LOBOTOMY INTERVIEW 


As you might imagine, we're quite keen on 
keeping you informed about the doings of 
Lobotomy Software. In this EXCLUSIVE inter- 
view, SEGA SATURN MAGAZINE talks to the 
master programmers about the arduous tasks 
of converting Duke Nukem 3D and Quake to the 
Saturn... plus we reveal the true brilliance of 
Death Tank - a hidden extra in Duke! 


MARVEL SUPER VILLAINS 

Yes you read that correctly! SEGA SATURN 
MAGAZINE is more than happy to announce the 
codes to play as Doctor Doom and Thanos in 
Marvel Super Heroes. We promised it last 
month and here it is! Plus the deal on “being” 
Anita from DarkStalkers - no shit! 


LAST BRONX 

You can't beat a bit of Last Bronx can you? 
No sir! In this second part of our sort-of-tips 
coverage we bring you the complete tech- 
niques list for four more of the Bronxers! You 
can't say fairer than that, can you? 
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CG: things are afoot here at SEGA SATURN MAGAZINE. 


This issue, we've completely redesigned the reviews sec- 

tion to provide better analysis of the latest releases - that 

means more critical comment as opposed to mere description, more 
screenshots, and basically more of everything. Where appropriate 
reviews are also bigger, meaning that generally from now on 
Showcase coverage will appear a month or two before the 
review. This is just one example of how SSM will improve... | 
suppose the big news is that we're increasing our CD cover- 
mounts from now on. Some of the stuff we have lined up 
between now and the New Year will blow you away - trust me. 
Cheers-ears! 

Rich Leadbetter, 

Editor 





Game Show News 








Saturn reigns supreme... again! 


Biggest Tokyo Game Show to date Ml Impressive Saturn presence ll Sega unveils the awesome 


Shining Force III Hl Konami commits to Saturn development @ Huge third party support 








Sega's booth played host to some amazing new games such as Shining Force III! 


06 SEGA SATURN MAGAZINE 


AS THE SINGLE MOST IMPORTANT While both the PlayStation and 
video games event of the year, the Nintendo64 received their share of 
Tokyo Game Show Autumn ’g7 proved __ the limelight, it was the Saturn that 


to be yet another Saturn success story. 
Held at the Makuhari Messe from 
Friday September 5 to Sunday 
September 7, the show was packed to 
capacity with more than 140,000 
gamers braving the scorching sun to 
get a glimpse at the latest console 
titles currently in development. This 
year the event was over 50% bigger 
than the previous show held in the 
spring, officially making the Tokyo 
Game Show the largest computer 
game exhibition in the world. Over 
the course of the following three days 
over 100 companies demonstrated 
more than 500 games, many of which 
were never seen before titles. 


emerged as the machine of the show. 
With Japanese developers firmly com- 
mitted to supporting Sega's 32-bit sys- 
tem, there were some truly stunning 
titles to be glimpsed. . 





Dead or Alive: full coverage next issue. 





Just wait until you see this game move... 





Innovation and Experimentation 





Wolf from Virtua Fighter is back in the ring! 


AS WELL AS 

such previously seen 

smash hits as Panzer 
Dragoon Zwei, Sonic R anda 
finished Sega Touring Car 
Championship, Sega 
announced a handful of new 
titles at the show. As at the E3 
show, Sega was keen to empha- 
sise its policy of quality over 
quantity. 


SHINING FORCE III 
Following the success of both 
Shining Wisdom and Shining 
the Holy Ark, Team Sonic are 
currently deep into the 
development of what 

should be the RPG event of 
the next 12 months. Shining 
Force Il looks set to be an epic 
Satum adventure and it's one 
which will be split into three 
separate scenarios. Part One is 
scheduled to be released in 
Winter 1997, Part Two in Spring ‘98 and 
Part Three in Summer''98. Although the 
scenarios take place one after another, 
with different characters in different 
locations, the outcome of one scenario 
affects the next scenario. In effect your 
actions have a direct influence on the 
















Hy future. Besides this new game 
feature, the graphics have also 
been enhanced. 


ALL JAPAN PRO-WRESTLING: 
FEATURING VIRTUA 
With this year being the 25th 
anniversary of the All Japan 
Pro-Wrestling Federation, 
Sega has decided to release 
atie-in game. However, 
unlike other wrestling 
games, Sega has instead opted 
for an unprecedented level of 
realism. With famous pro- 
wrestlers from around the 
world participating in the 
game's development, the latest 
motion capture technology has 
been used to create super-realis- 
tic wrestling action. Plus VF char- 
acters Wolf and Jeffry are fea- 
tured as well. 


Shining Force III looks 
like being one of the 
most ambitious RPG 


projects ever devised! 





back for good 


AFTER SEEMING TO FAVOUR THE 
PlayStation for a while, Konami is now 
showing its firm support for the Saturn. 
with some excellent conversions. 
However, instead of just simply copy- 
ing the PlayStation versions of each 
title, Konami is enhancing each conver- 





Games like this prove that Konami are no 
longer ignoring the lucrative Saturn market. 


sion with revised and improved sec- 
tions to take advantage of the Satum’s 
extra capabilities as well as adding all 
new features to make each title a Sega 
exclusive. With both Capcom and 
now Konami revealing their com- 
mitment to the Saturn, Sega's 
32-bit marvel faces a healthy 





future indeed. Although 
Konami has backed away 
from the Satum in the UK, 
it’s possible that Sega may 
pick up such top titles as 
Suikoden and Vandal Hearts. 


aS 


GENSO SUIKODEN 
This excellent RPG is finally coming to 
the Sega Saturn but it's no simple port. 
this is the 120% version! Never before 

seen places, monsters and events will 









How about Saturn Metal Gear Solid, Konami? 


feature in this EXCLUSIVE Saturn ver- 


sion! In particular, there will be a spe- 


cial rendered opening movie 
and major graphical improve- 
ments. Saturn owners have always 
) had the pick of the RPG crop and 


Bey it's phenomenal run of luck is set 


to continue with a title that easily 
compares with the likes of Shining 
Force and Dark Savior. 


VANDAL HEARTS 
A Another PlayStation conversion 

S undergoing the Satum treatment 
with Improved graphics, a revised game 
system, new maps and an original ren- 
dered movie, Mixing traditional RPG 





Now let’s see these games in the UK! 


elements with a heavy dose of realtime 
battles, Vandal Hearts is a unique 
Konami title and one that benefits from 
extensive replay. Definitely one to 
watch for. 


REAL J-LEAGUE BURNING STRIKER 
Konami is famous for its legendary 
sports games with soccer titles such as 
ISS Pro currently giving even Sega's 
mighty WWS'97 a bit of a kicking. Now 
for the first time, Konami is producing a 
soccer game for the Saturn. Real J- 
League Soccer should be a blast with 
well-animated characters, tight control 
and enough options to keep even die- 
hard footie fans happy. 
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kyo Game Show Announcement 





Dracula X 


Konami bring Super NES classic to Saturn Ml Exclusive levels and features Ml Stunning 2D 


with a distinguished pedigree ll Japanese launch soon Ml UK release in doubt 









Castlevania is a magical game on PlayStation and Konami are promising an enhanced Saturn rendition! Rejoice! 


WITH KONAMI'S NEWFOUND 
commitment to the Saturn comes a 
potentially mind-blowing library of 
titles just begging to be converted. As 
previously mentioned, the 32-bit 
onslaught begins with Genso Suikoden 
and Vandal Hearts but it's Konami's 
forthcoming Dracula X that holds the 
most possibilities. 

Ranking alongside Mario and Sonic as 
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The imagination behind this game is just unbelievable. The bosses are just really cool. 


one of the most successful platform 
series in the history of video games, 
Castlevania is back, and in style! While 
the platform genre seems to be going 
through something of a 3D redesign, 
Castlevania is sticking to its 2D roots. As 
2D remains the Saturn's strong point, it 
makes perfect sense for Konami to take 
their most famous title to the extreme 
with the addition of extra levels, mon- 


sters and secrets that never appeared 
in the PlayStation version. The game 
begins by transporting players back to 
the final level of the SNES classic, 
Castlevania IV, as they initially take on 
the role of Richter (originally called 
Simon) and battle that nefarious 
night-stalker, Dracula! With the defeat 
of that dastardly blood-sucker comes 
the revelation that the Dracula legacy 
has now been passed onto his equally 
nasty son, Alucard (yeah, that's 
Dracula backwards) who also just hap 
pens to be a Belmont. Castlevania fans 
will know that the Belmont's are the 
heroes of the previous games in the 
series and tough vampire hunters 
Unfortunately, Alucard is only half- 
vampire and his powers are nowhere 





This should be a very cool Saturn title. 





The Saturn version should be identical, if not 
better than, the PlayStation game (pictured). 





This is a vast game, packed with excitement. 


near as powerful as his father's. 
However, to compensate for this, our 
dark hero has been granted certain abil- 
ities that his dad could only have 
dreamt of! 

Castlevania's many challenging 
stages always provide players with 
some nail-biting video game moments 
and Dracula X is no exception. With 
countless cunning levels, some of which 
feature mirrored backgrounds, rotating 
screens and hidden passages, players 
are required to explore every inch of the 
game's spooky castle setting. The 
Japanese version of Dracula X is nearing 
completion, with a release date set for 
late November. 

As for a UK release... well, Konami UK 
aren't saying much at this time. 





Konami UK: RELEASE THIS! Oh go on... 


NEW SPECIAL RESERVE CLUB SHOPS 
UPMINSTER, ESSEX 
209-213, St. Mary's Lane 
Upminster. Opposite Somerfield 
OPENS OCTOBER 18th 


EGHAM, Surrey 
168, High Street 
Egham. Near Somerfield 
OPENS NOVEMBER 15th 
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X-Men versus Street Fighter! 


First 4MB RAM cart game revealed at Tokyo Game Show lf Capcom have done it again with 


another wondrous translation! Hl 80% complete version now entering bug-testing phase 


UT eet ae eh 
ee Meee De Mee Le 





The Saturn version of this great game looks indistinguishable from the arcade original. 








machine. Case in point: X-Men vs So what's the deal? Surely after the Fighter Alpha. Put simply, without the 
Street Fighter! senses shattering conversion of Marvel _ extra memory to cope with it all, the 
Put simply, the Satum is the only Super Heroes, Capcom couldn't possi Satum (or indeed any home machine 
aie ‘SME machine that has even the smallest bly top themselves? Well, the biginno- _bar perhaps the Neo Geo CD) wouldn't 
The Street Fighters’ supers look amazing! chance of bringing the Capcom arcade _vation in X-Men vs Street Fighter isthe be able to play host to that much ani. 
smash to the home... and even then, fact that players choose TWO charac- mation. Hence the new RAM cart, 
THE TOKYO GAME SHOW WAS A Capcom have only managed to achieve ters to battle with. It's possible to which will enable the Saturn to boast 
great success for the Saturn, showing this by making use of a massive RAM switch between the two during play arcade perfect ports of the likes of 
that the machine has a bright future upgrade for the Sega machine (which and perform mind-shattering super Vampire Savior, Marvel Super Heroes 
ahead of it in the Land of the Rising Japanese gamers may have to pur- moves with both fighters simultane vs Street Fighter and maybe even 
Sun. The machine has quickly become —_chase separately). Judging from the ously! With both players having two Street Fighter 3 
the gamer's choice, simply because 80% complete version of the game on characters in memory, that's over dou The version of X-Men vs Street 
more of the top arcade games are show, Capcom have once again per- ble the character animation ofagame _ Fighter seen at the show seemed to be 
arriving for Saturn than on any other _ formed wonders with some ace work. _like Marvel Super Heroes or Street pretty much complete. All of the char- 


acters have now been coded in and 
visually the game is a near-perfect 
match for the visually sumptuous orig- 
inal. As expected, gameplay-wise, X- 
Men vs SF is a stunning replica of the 
acclaimed coin-op. 

This is an eagerly awaited game in 
Japan... and the bad news is that the 
game might not make it out of Japan. 
Word has it that Sega Europe have 
investigated bringing the 4MB RAM 
cart over, but the cost could well be 
very prohibitive. Even in Japan the 
game and cart is going to be very 
3 expensive... Hopefully we'll have some 
Apocalypse doesn’t look THAT tough, does he? Guess again! That’s just his body on-screen. He’s enormous! news for the next issue. 
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New Game Update 


you’re coming with me! 


Tecmo pushed Sega's proven hard- locations with each stage being sur. The Saturn version of 
ware even further with incredibly rounded by a mine field of explo- ae 

detailed characters, stunningly sives which are detonated by play- Dead or Alive is just as... 
smooth animation, the addition a ers being forced out of the ring. ie 

of explosive ring-outs and If 6ofps high-res game play bouncy as the original 
female fighters with big, bounc. wasn't impressive enough, 7 

ing er.. attributes. Needless to / the home version of Deador arcade machine! 

say, fan expectation has been Alive contains some stunning 
high for a perfect Saturn con. Satum only features including a 
high-quality rendered intro, tour- 
nament and training modes, and 







7 


7 


version and Tecmo were 
more than willing to oblige 














The bounciest game ever hits the Saturn! with massive queues packing even secret costumes such as 
out its stand at the show. Tina's cat suit and Kasumi’s 
Standing out as one of the highlights The game features eight martial risque bunny girl outfit 
of the JAMMA show was Tecmo’s arts experts beating each other The good news for UK Saturn 
eagerly awaited 3D beat ‘em up, Dead _ senseless with an extensive range owners is that Acclaim has already 
or Alive. In development for the past. _of move, many of which will be acquired the rights to unleash Dead 
two years, DOA was originally more than familiar to seasoned or Alive over here and a pre- 
released in arcades as a well-received _Virtua Fighter players. Combat Christmas release is in the pipeline 
coin-op. Utilising the Model 2 board, takes place in a variety of exotic More next issue. Awesome coverage in the next issue! 
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New Game Round-up 





The Best of the Rest 


Third parties show strong Saturn support Ml Top 2D and 3D titles in the pipeline ll SNK, Atlus 


and Hudson Soft lead the pack Mf Loads of import games on the way! 


WHILE THE BIG GUNS WHEELED OUT 
their latest titles to the delight of atten. 
dees, its was Japan's third party compa- 
nies that gave Saturn owners a real 
show of force. Surprise appearances 
from the likes of Hudson Soft's new 
Bomberman game and Tecmo's awe- 
some Dead or Alive proved that Sega's 
ability to retain high-profile licensees is 
as powerful as ever. From puzzle games 
and RPG's to shoot ‘em ups and driving 
titles - there was something at the 
‘Tokyo Game Show for everyone. 


ATLUS 

Princess Crown 

This beautiful looking action RPG's 
main feature is the incredibly smooth 
character animation. With over 15,000 
sprite patterns Princess Crown was cer- 
tainly one of the most visually impres- 
sive titles at the show. 





Loads of animation and cool spells. 


BANDAI 

Tamagotchi 

The Virtual Pet craze continues! 
Bandai’s multi-million selling cyberpet 
makes the leap from handheld widget 
to fully-fledged console status. Should 
be a massive hit. 


ESP 

Shining Force III was supported by a 
very strong line-up from ESP, Currently 
hard at work on Grandia (the game is 
pencilled in for a pre-Christmas release 
in Japan) ESP also has an amazing selec. 
tion of quality RPG's in the pipeline. On 
display were the dark, Gothic -style 
Baroque, Shining Wisdom-clone Chaos 
Seed, and the eagerly-awaited Lunar 
Eternal Blue. Another surprise arrived in 
the form of Treasure's Gun Griffon Il as 
it had previously been announced that 
Silhouette Mirage would be the compa 
nies last Saturn title! 
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JALECO 

GT24 

An exciting 2qhr endurance race with 
super realistic racing action. While 
some of the background textures may 
look a little on the blocky side, Jaleco 
assures us that the finished product will 
be blindingly fast 


Ninja Jaja Marukun 
A 3D ninja action game with both 
stealth and tactics required to penetrate 
your enemy's castle and complete your 
mission. Similar in visual style to 
Nintendo's Goeman series, Ninja Jaja 
Marukun is a really cute platformer 
with plenty of potential. 


‘MEDIA QUEST 
Layer Section II 

Taito's awesome arcade masterpiece 
receives the Sega Saturn treatment with 
the addition of new ships and an origi- 
nal Attack Mode. Could be a 
Thunderforce V beater. 


MICROCABIN 

Noon 

A bizarre kind of action puzzle game 
featuring a unique Scenario Mode, 
allowing you to select from six charac- 
ters each of which has a different story, 
and a Battle Mode providing some nifty 
four-player action, While Noon may 
look confusing, our sources say it's an 
intriguing puzzler. 





Noon is a weird game, that’s for sure. 


SOFT OFFICE 

G Vector 

A high speed 3D action shooting game. 
Polygon bad guys and smart power-ups 
could make G-Vector a surprise hit 


SUNSOFT 
Astra Super Stars 
From the same creators that brought 





you Waku Waku 7 comes an all-new 
fighting game. Set in the strange psy- 


chedelic world of Astra, this 2D beat ‘em 


up highlights the battles of eight char- 
acters who fight to obtain the Lucky 
Stars, a gift from the gods! The stages 
are called Battle Fields, areas in mid-air 
floating fights take place. Will come 
with an optional RAM cartridge to 


improve loading times and enhance the 


graphics and gameplay. 





SUCCESS 

Cotton 2 

High quality arcade conversion of a 
very polished two-player action shoot 
‘em up. Only just released at the arcade 
and shown at the JAMMA show, the 
game features a witch heroine ona 
broomstick. Players use their magic to 
defeat the forces of evil and destroy 
screen-hogging bad guys. 


SIEG 

Spark 

In the latter half of the 24th Century, 
with the use of Human DNA Transfer, 
psychic energy has become a weapon. 
Those capable of using it fight in a 
booby-trapped Colosseum. Bit of a 
Bomberman clone but some decent fea: 
tures make Spark shine. 


SNK 

Samurai Spirits IV 

SNK's classic feudal fighting series con- 
tinues with the forth outing for Galford 
and friends. More bizarre characters, 


blood-spurting action and smart sword- 


play are expected. We should have an 
import version in next month 


Real Bout Special 
More Fatal Fury action with Andy 
Bogard and the boys. Regarded by fans 
as the best game in the series, the 


Satum version uses the standard SNK 
RAM cart for superior animation and 
detailed backgrounds. 





The Samurai Shodown series continues. 


SPIKE 
DJ Wars 

The Saturn's answer to Parapa the 
Rapper, this streetwise title allows play- 
ers to mix it up with 20 of the best D's 
in the business. Remix tunes, out- 
scratch your pals and gain vital street 
cred! Bangin’ choons! 


XING 

Prisoner Of Ice 

You are Bruce Bryan, a young American 
agent during the pre-World War II 
years. Players fight to eliminate the 
threat of the Prisoner of Ice, a hideous 
life form capable of gruesome carnage 
Areal time horror adventure similar to 
Enemy Zero. 


HUDSON SOFT 

Saturn Bomberman: Fight! 

An unexpected release from Hudson is 
this 3D version of Bomberman on the 
Satum. In fact the game almost went 
unnoticed at the Show. While the 
Satum may not excel at 3D, Hudson 
makes up for this with its ingenious 
gameplay. Up to four players can battle 
each other with a range of explosive 
devices. Due out in December. 





More explosive Bomberman action on Saturn, 
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Latest coin-ops thrill players... 


ro ae 





Sega has more coin-ops than anyone! The finished Fighting Wu-Shu. Awesome. 


With the strong revival of the Japanese arcade 
industry in full swing, everyone was eagerly await- 


ing the world’s greatest coin-op show. 








‘SNK’s new 64-bit hardware in action. 


THIS YEAR THE 35TH AMUSEMENT 
Machine Show (JAMMA) was held 
between September 18th-2ist at its new 
location, Tokyo's must luxurious exhibi- 
tion centre, The Tokyo Big Site. The new 
surroundings certainly gave the show a 





new up-beat image and as a result all 
the exhibitors at the show went out of 
their way to polish up their image and 
create some visually impressive booths. 
Huge videos screens and imaginative 
displays livened up the normally som- 
bre atmosphere considerably. With the 
strong revival of the Japanese arcade 
industry in full swing, everyone was 
eagerly awaiting the world’s greatest 
coin-op show. 

Although Namco had the largest 
space at the show, no-one could com- 
pete with Sega for sheer number of 
games shown. With no less than 10 
games on display, Sega dominated the 
show with an incredible range of 
diverse and original arcade offerings. In 


One of the top games of the show, Fighting Wu-Shu utilises Konami’s new Cobra Board. 


particular, Virtual On: Oratorio 
Tangram, the sequel to AM3's hit robot 
fighting game has been completely 
revised using Model 3 technology and 
was without a doubt the game of the 
show. Also on display was Get Bass, a 
fishing simulation game where you 
actually hold a real rod! Once again 
Model 3 technology was in full effect for 
the most realistic fishing experience 
this side of the real thing 

Namco certainly scored a big hit with 
Motocross Go, with the company’s 
motorcycle game using their new 
System 23 hardware. However, the 
game everyone was talking about was 
Rapid River. Sitting in a rubber dingy 
shaped seat players must rotate the 
game's life-size paddle to navigate 
rivers, white water rapids and water- 
falls. Incredible effects and amusing 
graphics ensured it's popularity. 

Konami finally revealed the long 
awaited Fighting Wu-Shu to great 
appreciation from avid arcade gamers. 
In addition, its second Cobra Board 
game, Racing Jam was also playable for 





The upgraded version of Virtua Fighter 3. 


the first time. This drew large crowds 
all through the day. 

Taito had a playable version of the 
awesome Psychic Force 2 running on 
its new Wolf Board. Although still 
early in development it's already look- 
ing very promising indeed. 

SNK’s Samurai Spirits 64 is quickly 
approaching completion. The JAMMA 
show version was 85% complete and 
since the company’s private show it 
has progressed considerably with 
many new attacks added to each 
character and tighter backgrounds. 

Capcom's booth was divided 
between consumer and arcade divi- 
sions with the company obviously 
lacking sufficient new games to com 
pletely fill its booth. While Street 
Fighter III: 2nd Impact was very popu- 
lar the largest crowds were gathered 
around Capcom's new 3D fighting 
game, Rival Schools. 

For more information on Capcom's 
awesome new arcade games, includ- 
ing SF III, Rival Schools and Super Gera 
Fighter, tum to Coin-Operated NOW! 





Plenty of knicker-flashing in Rival Scools. 
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Win 
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]So you thought Dante’s Peak had some 
cool special effects eh? Well you'd be 
right. And if massive disaster on an 
awesome scale is your kind of thing, we 


recommend you check out Volcano, 
starring a certain Tommy Lee Jones (The 
Fugitive, Batman Forever et al). The 
basic plot sees the city of Los Angeles 
play host to an enormous active volcano 
which sends ash and lava flying all over 
the town, and it’s up to Mr Jones and his 
winsome female pal to divert the 
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Lee 


Myst sequel arriving soon 





Looks lovely eh? 


Fans of the epic graphical adventure 
Myst, should be gnashing their teeth 
in anticipation of the imminent 
sequel. Originally set to be released in 
the UK by Sunsoft, Riven has instead 
been picked up by Acclaim. This move 
comes as something of a surprise con- 
sidering that Acclaim has recently 
stated its decision to slim down its 
future Saturn releases. On the other 
hand, Myst has retained a constant 
position in the PC games chart and 
even the Saturn version achieved con. 
siderable sales. 

Riven continues the proud tradi 
tion of Myst by plunging players into 
stunningly realistic world where their 
skills are required to solve an ancient 
mystery. However, completing this 
task will take many hours as players 
visit more than 7,000 locations and 
watch some incredible FMV 
sequences. Although the recent ECTS 
show was something of a disappoint- 
ment for Saturn owners, lacking the 
big titles and surprise announce 
ments of its Japanese counterparts, 


This Myst sequel should go down pretty well... 


the show did give SSM its first 
glimpse of of a playable Riven. The 
results are certainly encouraging 
although the game may face some 
stiff competition from Sega's own 
graphical adventure, the Cryo-pro- 
duced Atlantis. Riven is scheduled for 
release in the UK sometime in 
December and we'll bring you a full 
preview as soon as possible. 


Awesome rendered 
visuals are the hall 
mark of Riven, the 
sequel to the classic 
Myst! The Saturn 
version is in the 
final stages of devel- 
opment as we speak 





molten onslaught and save lives. We've 
got a few, totally exclusive Volcano 
goodie bags to give away (worth around 
£300).. if you can answer this one, 
simple question 


What role did Tommy Lee Jones 
play in Batman Forever? 


Send your answer to VOLCANO 
COMB Sega Satur Magazine, 37-39 
Millharbour, London E14 9TZ 





Rich saw Volcano when he went to LA in May... 





His verdict? Quite entertaining, actually. 
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Sega Europe has confirmed that work 
has begun on a Satum conversion of 
the brilliant arcade light gun shooter, 
House of the Dead. Few details are 
ailable yet, but an early version of the 
game has already arrived at Sega’s HO. 
An Easter release for ni 
planned. Rest assured, SEGA SATURN 
MAGAZINE will get its hands on the 
game just as soon as is possible. 
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forward to the best year of Saturn soft: 
V f titles are due 
to be announced at a series of “Digital 
Circus” Japanese roadshows tak 
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eclipsing the “Big Three” of 19 
Rally Championship, Virtua Cop and 
Virtua Fighter 2. Just what titles are 
going to 
unclear, al 





e announced remains 

hough House of the Dead is 
a cert. Sega’s bullishness has convinced 
some that Saturn Virtua Fighter 3 








might actually be one of the games 
mentioned... News next ish. 


The Internet 





rocked by the appar. 
ent leak of detailed specifications for 


the next Sega system, code named 
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HMV CHARTS 
Resident Evil 
WipEout 2097 








Send us your top ten titles and you could win a free Saturn game! Post your choices to READER CHARTS, 
SATURN MAGAZINE, 37-39 MILL HARBOUR, ISLE OF DOGS, LONDON E14 STZ. We give away exclusive preproduc- 


tion silver CD games to those who win! ~PEADERS CHARTS 


‘SEGA 





SEGA PARK GHARTS 





READER’S CHART 





House of the Dead 
Virtua Striker 2 






Sega Rally 


Fighters MegaMix 


Bt 





King of Fighters 95 








Scud Race 





Saturn Bomberman 








Jonah Lomu Rughy 


Marvel vs Street Fighter 





Sonic Jam 





Alien Trilogy 





GTI Club 


Bug Too 










Sonic Jam 
Manx TT 
Die Hard Arcade 


Daytona USA 


Virtua Cop 2 





X-Men vs Street Fighter 
The Lost World: Jurassic Park 





SWWS’97 
Tomb Raider 








| Saturn Bomberman 


Tekken 3 





WipEout 





Dragon Force 








Street Fighter Ill 


Manx TT 


Bebeaves 
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mation of each little trick is superb. The range of tricks avail- 
able is also impressive. 
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The Alpine track has little stunt potential - this is a slalom course... 
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progress through the tracks, obviously you improve. The game 
rewards great players with special “secret” boarders with different 
styles for you to play as. Not bad... 










GAMEPLAY HO! 

We've told you just how ace Steep Slope Sliders is to look at (and 
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PLAY THE DEMO! 

Steep Slope Sliders is currently lined up for a January release in 
PG ane eae ee aCe nee ate 
PUG a CM tdoe Topo Cea a CURT ph 
the wings before the end of December. SEGA SATURN MAGAZINE 
OTE ENC ae sorta era uC nrc 
SO RCC eer Cronet Gutta ctr 


THE OTHER ONE 






Think Steep Slope Sliders looks familiar? Well we have 
covered another Japanese snowboarding title known as 
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} Swooping camera views of the scenery show the sheer amount of detail in the game (left). 
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Having firmly established themselves as the leading sports software 
releases of late, casting doubt over their position as market leader 
four-pronged attack on Saturn gamers. LEE NUTTER takes a closer 


their most popular brands to date. 





After the disappointment of 
FIFA ‘97, EA are predicting a 
return to form with this 
year’s edition. 


In addition to the international teams, EA have updated their domestic teams also. 
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he annual onslaught of sports updates is upon us 
once again. We've already had SWWS’98 and 
Madden '98, but it doesn’t end there. Electronic Arts, 
one of the few third party companies to stick with 
the Saturn, are preparing to roll out updated versions of some of 


To all intents and purposes, the onslaught has begun 





already. John Madden Football ’98 arrived this issue for review 
and guess what? It’s pretty hardcore actually, scoring a top-notch 
92%. Not bad eh? Well, actually Madden has always been the 
home of quality in the EA range with other brands faring partic- 
ularly badly (FIFA and NBA spring to mind). So... what can we 
expect from the new wave of games? Read on... 


FIFA: ROAD TO WORLD CUP ’98 

Following on from the stinking heap of cack more commonly 
referred to as FIFA ’97, Electronic Arts’ are about to unleash their 
latest addition to their established FIFA series. FIFA: Road to 
World Cup '98 recounts the trials and tribulations of the qualify- 
ing rounds of possibly the greatest sporting event of the decade, 
featuring an unprecedented 172 international teams battling it 
out for a place in the 1998 World Cup finals next summer. 
Boasting all manner of new features along with all the usual 
FIFA adornments, FIFA: Road to World Cup ’98 is being touted as 
the biggest and best FIFA product to date. Though judging by 
recent FIFA efforts, that’s not saying a lot for the game. 

So what's on offer with EA’s latest update? Well, the game 
itself runs on the FIFA ’97 engine, meaning fully polygonised 
stadiums and players which allow the top footy action to be 
viewed from virtually any angle the player wishes. The standard 
motion capture system has been recalled for use in this year’s 
update, as has Spurs’ recent signing David Ginola, who ably pro- 
vides the volley, tackle and header footage to add to the realism 





football action from virtually anywhere in the stadium. 





A staggering 172 international teams are slated to make an appearance in the game. 


of the proceedings. Ginola’s moves have been incorporated into a 


staggering 172 teams, from reigning champions Brazil to the 
more obscure African teams who haven't got a hope in hell of 
qualifying. Each are kitted out in their corresponding strips, 
both home and away and battle it out for those precious 32 
places in next year’s finals. 


Once again, the commentary has been provided by the John 
Motson, Andy Gray and Des Lyman trio, with in excess of 40,000 


phrases being recorded. The huge script has allowed EA to 


improve over the commentary of last year’s game, with less repe- 
tition and cock-ups than previously. In addition to all the World 
Cup stuff, avid Premiership fans can also rest assured that all the 


domestic league teams and players will appear in their entirety 
in the finished version, along with the most up-to-date team 
and player listings and statistics. 

Electronic Arts are presently racing ahead with the 
PlayStation version of FIFA: Road to World Cup ’98, with the 
Saturn version to follow shortly after. Our first impressions 
are that the latest game in the lacklustre FIFA series shows a 
lot of early promise, though it remains to be seen if it can 
improve over last year’s disappointing title. Expect a 
Christmas release for this one. 


The FIFA ‘97 engine has been optimised to allow for a greater level of detail. 


The “Virtual Stadium” technology featured in FIFA ‘98 allows players to view the 





oe ae 








ines ee ESI 


NASCAR ’98 

As the only driving game in Electronic Art's sports’ line-up, 
NASCAR ’98 is the sequel to last year’s lamentable PlayStation title 
NASCAR, which thankfully skipped over the Satu as it was utter 
arse. The sequel we're assured, will be quite different indeed. 

Aside from the standard one-player mode, EA have 
sought to introduce a split-screen two-player mode to the 
game, allowing players to go head-to-head with a friend and 
up to six CPU controlled cars, making for more competitive 
racing. Additional features to the ’98 package include an 
optional weather setting allowing players to race in fog (the 
only type of adverse weather that a real race can run under) as 
well as a custom car option, allowing players to tinker with 
tire pressure, wedge and downforce. 

Of course, being an official licence of the National 
Association for Stock Car Auto Racing, fans can expect all of the 
car sponsorship and exact specifications of the various tracks to 
be meticulously reproduced to provide players with an authentic 
as NASCAR experience as possible. EA have even gone to the 
trouble of recruiting NASCAR commentator Bob Jenkins to the 
voice-overs, whilst the sampled engine noises provide an added 
air of authenticity. 

With the unfortunate news that Destruction Derby 2 will 
not appear on the Saturn, EA’s NASCAR '98 could be just the 
thing Saturn owners are waiting for. We'll be following this 
title closely over the coming months, until it’s release in time 
for Chrimbo. 





: All the thrills and spills of NASCAR make it into the game. 


MeaMeaeemecrown jewels oi sports titles 
Same [Sports nave [something [to [prove 


































NASCAR ‘98 bears uncanny 
similarities to Destruction 
Derby 2, with the same fender 
bending action ensuing. 


> 





High-speed oval circuits are rife in NASCAR racing. 
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NHL ‘98 looks set to take the Saturn by storm, combining slick graphics with 
super-fast gameplay in addition to all the usual 


NEL Hockey was EOUCREIRCNTRarem sete in 2A 
Sports’ 97 editions - 


ij in all regards 





>> NHL HOCKEY ’98 

Yep, we quite liked last year’s NHL Hockey ’97, awarded a very 
respectable 84% in SSM and voted Best Sports Game in the US by 
those crazy Yanks. Aside from giving us the opportunity to think 
up variations of the old “fancy a puck?” gag, the game proved a 
worthy addition to the long-established NHI series. Well, in 
keeping with the theme of this feature, EA are about to release a 
’98 edition of their NHL licence, with the promise of being the 
best game in the series thus far. 

So what’s new for ’98? Well, for starters NHL '98 utilises an 
entirely new 3D engine, creating a believable 3D environment 
which moves at a smooth rate, allowing for fast and fluid hockey 
gameplay. The artificial intelligence of last year’s ’97 edition of 
What the puck is going on NHL has been tweaked and refined considerably, making goal 
here | wonder. scoring a more arduous task than previously, with strategy play- 


: ing a greater role in the proceedings. Hence Marc Crawford, 
Colorado Avalanche Coach and Stanley Cup Champion, who has 
teamed up with Electronic Arts to devise and implement unri- 
valled NHL coaching schemes. From powerplays to penalty 
killing, forechecking to backbenching, true offensive and defen- 
sive strategies, they’re all new for '98. 

Additional features EA are keen to add to last year’s for- 
mula include an authentic international tournament featur- 
ing some of the finest international hockey teams, besides 
the usual updated NHL team and player listings. As with EA’s 
other sports titles, we're also expecting a top name signing 
to perform the commentary duties, though exact details 
haven't quite been finalised yet. 

We've all been fans of the NHL series since its original 
Megadrive incarnation, so this is one title we're really looking 
forward to. So rest assured we'll have plenty more on what looks 
set to be the definitive hockey game over the next couple of 
issues, maybe even the exclusive review. 

One thing’s for sure - there’ll be some stiff competition in 
the form of Sega’s own NHL title which is being coded by the 
team responsible for the awesome PowerPlay Hockey. Either way 
we'll find out sooner or later... 

























Unfortunately, these are PlayStation shots, but the Saturn version promises to be just as good. : Goal scoring is now a more arduous task, due to the refined CPU intelligence. 
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The close-up camera angles give you a rough idea of the vast amount of detail each player exhibits. 


NBA LIVE ’98 
Despite the deluge of basketball games already available for 
Saturn owners, amongst them EA’s very mediocre NBA Live '98, 
Electronic Arts are convinced that their latest interpretation of 
the sport they call “B-Ball” is the only one capable of bringing 
home the NBA lifestyle. Besides delivering all the cool moves 
of the NBA - vicious slam-dunks, behind-the-track and mid-air 
passing, shake and brake dribbling and long-range sharp 
shooting, this year’s update boasts a mightily impressive range 
of all-new features too. 

All 29 of the NBA teams have been revised and updated for 
EA’s annual update, boasting current player listings and true- 
to-life player ratings. EA have also sought to include real offen- 
sive and defensive plays into the game, besides announcers, 
TV-style presentation and vastly improved motion capture 
taken from real-life players in action. The presentation as 


The usual over-the-top options and statistics are present in NBA Live ‘98. 





:NBA Live '97 was game in 


ithe EA Sports portfolio = hopefully 





EERE eee Mea reser icrs 


always is impeccable, with new front ends and FMV adorning 
the package, whilst extra manager modes, 3-point competi- 
tions and extra-tough difficulty settings should ensure the 
longevity of the title. EA have also gone some way to redress 
one of our main gripes with the 67% rated NBA Live '97, that 
being the God-awful loading times which beset the game. For 





this year’s update, loading times have been cut to a more rea- We didn’t like last year’s edi- 
sonable level, with basketball trivia questions being displayed _ tion very much, but EA assure 
in the mean time. us the sequel will be a vast 


Once again, EA are leading on the PlayStation version of —_ improvement. Hmm... 
NBA Live '98, damn them, with the Saturn version to follow 
shortly after. We can only hope they make a better job of the 
PAL translation than they have done previously, in which 
case they could well have a winner on their hands. Stay 
tuned for more news. 
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With Mortal Kombat 4 doing the rounds in the US and Mortal Kombat Annihilation due to hit cinema screens any time soon, MK's still 
going strong. For Saturn owners, the hype continues in the “mutha’ of all fighting game collections, Mortal Kombat Trilogy. 


BY GT_INTERACTIVE 
eas £TBA 


STYLE BEAT ‘EM UP 


RELEASE WE'D LIKE TO KNOW TOO 



















ove ’em or loathe ’em, the Mortal 
Kombat series of games are here to 
stay. They may have been bloody 
and controversial in their time 
but for many fans it’s the many characters, 
cool moves and tons of secrets that have 


the series ran out of steam years ago and that the bat- 
tle for the right to retain the beat ‘em up crown has 
already been won by Street Fighter. That may be 

true but Mortal Kombat still has its devotees.They 
BH. _realise that MK was never intended as a direct 
J, competitor to Capcom's classic and that 












video games history. To keep the ball 
rolling, just in time for a movie sequel and f 
the arcade debut of MK4, GT Interactive  ~ 
has just put the finishing touches to Mortal \ 
Kombat Trilogy. Essentially a collection of all the 
kombatants to ever appear in the series as well 
virtually every background, the game has 
already appeared on both PlayStation and own success. 

Nintendo6q to mixed reviews. So where does that leave Mortal Kombat 

Many players have complained that Trilogy then? Well, the good news is that 


tic sources, even going so far as to digitise 
actual martial arts experts wearing the appro- 
priate character costumes. However, since the 
A, original game appeared the series has basically 
become a pale imitation of its former self. With 
) the addition of weapons, robots and too much 
humour, Mortal Kombat has fallen foul of its 


earned these titles a permanent place in § . WE\ Williams’ drew its influences from more realis- 
S 





Mortal Kombat Trilogy features just about every character from the first three games. Hence the name. The question is: just when will GT get around to releasing this? 
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Mortal Kombat Trilogy is complete, 
The question is 


fans of the series now have the ultimate MK collection in 


their hands and it’s one that certainly deserves some 


attention. Ultimate Mortal Kombat earned an impressive 
91% in SEGA SATURN MAGAZINE, a score that its succes- 
sor should at least equal. Now boasting even more char- 


acters, an unbelievable assortment of special moves, 
fatalities, babalities, animalities and friendships, MK 


Trilogy manages to squeeze every drop of creativity from 


the series. Of course the game also contains more 
secrets and hidden goodies than the most expensive 
Christmas crackers. 


Playability is still down to individual taste. The abili- 





Oooh... that blood is so realistically scary! Aieeee! 





dust about every background is in MK Trilogy. 


ASE 


We'll keep you posted... 


ty to run, pull off cheap moves and dispatch some oppo- 
nents with just a few basic attacks may infuriate some 
players but there is some depth to MK's unique fighting 
style. While not in the same league as other beat ‘em 
ups, MK Trilogy does manage to make up for its short- 
comings with a wealth of added extras, multiple play 
modes and large sprites. Graphically, detail may be lack- 
ing but the speed and variety of the game's characters 
deserves respect. 

But when will MK Trilogy come out? It's available in 
the US now, so hopefully the answer is “soon”. 


There are some new moves to savour in MK Trilogy... 










Oh aye... so what’s going on here then? 


When the first Mortal Kombat game arrived on 
16-bit consoles, it was accompanied by a signifi- 
cant public outcry. Outraged mothers claimed 
that their kids were being transformed into 
blood-thirsty little monsters and concerned MPs 
stated that the game would cause the nation to 
sink into chaos and anarchy. Mortal Kombat sold 
by the shed load. 
By the time MKII arrived, everyone had forgotten 
all about their precious morals and once again 
the game did phenomenally 
well. Williams’ third instal- 
ment suffered, thanks to nit- 
picking critics and the 
fact that it actually 
wasn't that good. Keen 
to push its number 

4 








one property back 
into the main- 
stream, Williams 
has just released 
Mortal Kombat 4 in 
US arcades. So far, 
player response has 
been good and console 
versions should appear 
early next year. 
Unfortunately, MK 
Trilogy could well be 
the last Sega title 

of the series... 
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Yes. No. Yes. No. Yes. No. YES! Hooray! That's been the situation with the Saturn version of Fighting Force over the last few months, 
and now that Sega themselves are releasing the game, Fighting Force is a definite ‘yes’ for an official release. 


p= SEGA 
eam £TBA 
aaa FIGHTING 
ena NOVEMBER 





There’s no doubt that Fighting Force is jam- 
packed with cool stuff - doors and walls are 
kicked in to access other areas, car alarms go 
off when you kick them (always good for a 
laugh down my street), and if you smash a car 
to pieces players can pick up the remaining 
bits to use as weapons! Police cars scream off in 
pursuit of villains, and you can even get run 
over when crossing the road - that’s if you 
haven't blown up the moving cars with the 
rocket launcher first! Cool game? Hardcore 
action? Major destruction? Oh yes! 



















Trucks can’t be destroyed as easily as the cars, but they bounce on their suspension when hit. 
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ruck! 


kicked in the door of the office, picked up a 
huge box and smashed it into the faces of 
the three butch blokes standing by the 
window. Then | ran out into the road and 
smashed up their car a bit, before running down the 
street to flatten another four muscle-bound heavies. 
Sigh... If only | was as tough in real life as |am in 
Fighting Force - this is a cool game! It’s a major relief to 
finally get our hands on an official preview copy, cour- 
tesy of our chums at Sega, who have confirmed that 
they've signed the game to be released later on in 
the year. Thank god for that, we were actually 
starting to worry. 

But will it be worth all the stress and 
heartache? Well, judging from this nearly 
finished preview copy, it looks as if 
Fighting Force will be an excellent game, 
From the outset players can choose from 
four predictably muscle-bound characters, 
and basically go out and cause some major 
property damage. Large chunks of the scenery 
can be destroyed - vending machines, crates and even 
cars can be smashed up - and virtually every item you 
see lying around may be picked up and used as a 


weapon! Sounds like a good night out. Anyway, it’s all 
thanks to the game's excellent 3D engine that players 
can roam around in such a cool environment. Seedy 
streets, fluorescent light-filled car parks and 
marble-floored offices all look great, and 
with a floating camera that zooms in and 
out on the action, depending on how 
close your fighter is to the bad guys, the 
rest of the cars, trucks, buildings and all 
of the other gloomy city settings look very 
impressive indeed. Especially once they've 
all been smashed up a bit of course! 
Our heroes - Hawk (hard bloke), Mace 
(hard girl), Smasher (huge bloke), and the lovely Alana 
(cutie-pie), are all geared-up for action with some finely 
honed muscles and crack fighting techniques. Three but- 





Alana’s obviously had enough of all this fighting, and decides to hail a taxi to take her home. 





Smasher’s special move sends a shockwave out around him. 





We're talking 
detailed backdrops, 


tons represent the usual punch, kick and jump moves, 
with some ace B+C special moves thrown in for extra 
violence, Although some good attacks and impressive 
throws can be pulled off with a combination of button 
presses, Fighting Force is much more like a simple arcade 
style fighting game than a more complex beat ‘em up. 
Basically, when people describe this game as “Streets of 
Rage in 3D” they're not wrong, as the fighting action 
does feel very similar to Sega’s classic. Considering how 
highly the Streets of Rage games are rated, the compari- 
son is very flattering. However, thanks to the 3D power 





Two very large blokes, one small girl. My money's on the girl! 


Cool graphics as we fight in the road - don’t get run over! 


You wouldn't believe the number of stories 
that were circulating about the Saturn version 
of Fighting Force. Following the cancellation of 
Saturn Tomb Raider 2, we started to hear 
rumours that Fighting Force would be com- 
pletely canned on the Saturn as well. Then, 
things started to get surreal when we heard the 
game might only be released in Japan! Eh? 
What was all that about then? Thankfully we 
now have a virtually complete Saturn version. 


«but it’s probably best to just smash bad guys in the head! 


here. With atmospheric levels and 


of the Saturn, Fighting Force takes place in a world com- 
pletely different to Sega’s cartoony fighter... 

When you get tired of fighting dirty criminals in 
the filthy streets and lurking in the dark alleyways, just 
kick in the nearest door and start beating the crap out of 
the slightly cleaner criminals who work in the buildings - 
just because they wear suits doesn’t mean they're nice 
people. There are usually a few crates and boxes lying 
around most levels which can be used to trash villains 
with, which is always fun, and a bit more exploration 
reveals some awesome weapons like the car-exploding 
rocket launcher, We're talking extreme violence and 
destruction, in case you haven't already guessed, and 
thanks to the more realistic locations in Fighting Force 
the game really has a great style and atmosphere all of 
its own. It's the attention to detail that makes a big dif- 
ference - the subtle lighting effects, the suit-wearing 
baddies, the realistic cityscape and the total destruction 
of everything that stands between your fighter and their 
mission. Oh and the extreme violence helps as well! 

There's no doubt that Fighting Force looks like it'll 
be well worth the nerve-wracking wait we've had to. 
endure, and Sega have definitely done the right thing in 
signing this rocking game up for a UK release. We can't 
wait to start cleaning up those mean streets! 


tp 
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SILHOUETTE MIRAGE 


SSM's Silhouette Mirage coverage continues apace this month with the finished Japanese version of the game arriving just in time to 
go under the spotlight. So is Treasure’s latest offering a mess or a masterpiece? Let's take a looksee.. 


aa TREASURE 


as 
Bae 
i OUT NOW (JAPAN) 








UST aS 


Treasure’s games always feature the most out- 
landish creatures and Silhouette Mirage is no 
exception. While other companies may save their 
supreme creations for the final stage of a game, 
even Treasure’s minor mid-level bosses would 
give Frankenstein nightmares! Gigantic striding 
robots, vicious werewolves, cunning wizards, 
grinning pumpkin heads and distorted half 
dragons with microphone tails are just the tip of 
the iceberg. Treasure may take their time when 
it comes to delivering the goods, but when they 
do the results are usually more than worth it. 
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hile questions are still being 

raised over whether Treasure’s 

final Saturn title will see the 

light of day in the UK, 
our Japanese counterparts are 
finally getting to grips with one 
of the strangest game’s they’re 
ever likely to play. Last issue’s Coming 
Soon focused on a single level of 
Silhouette Mirage, which was 
available as a limited demo disc, 
but perfectly demonstrated that 
Treasure have still got what it takes 
when it comes to producing top 
quality platformers with a dash of 
the bizarre. The good news is that the 
finished game is every bit as impressive 
as we expected and only now are the twin 
worlds of Silhouette and Mirage beginning to 
reveal their secrets... 

Just to get you up to speed: Players take on 
the role of a courageous young girl, Shina, who has 
the power and responsibility to reunite two warring 
races. Her travels take her through seven varied stages 
as she tackles monstrous guardians and some of the 
strangest creations that nature has ever spawned. Of 
course platform fanatics will be satisfied with the 
game's traditional structure, with such standard fea- 


tures as power-ups, ingenious level 
designs and unique methods for defeating 
boss creatures, but Treasure’s ability to put a 
new spin on old ideas is what lifts the game 
above its rivals. 
On the down side, a lack of lives 
and limited continues in Silhouette 
Mirage are likely to deter less 
) capable players as the skill 
| required to complete the 
game's seven worlds will tax 
platform fans to their limits. 
Memorising each stage’s numer- 
ous traps and the location of wan- 
dering enemies just isn’t going to 
cut it. Players are best advised to spend 
their time tackling the game's handy training mode 
before beginning their adventures proper. In fact mas- 
tering Shina’s many powers and abilities is the only 
thing that will ensure that her mission is a success. 
Shina begins her quest on the barren and seem- 
ingly lifeless world of Shamain where she encounters 
her first foes and begins to learn the limits and poten- 
tial of her powers. Tackling a fish-faced biker boss 
leads to the city streets of Raqia and a battle against 
the gross, scaly school girl guardian revealed last issue. 
The twin worlds of Sehagim and Machonom provide 
all manner of thrills ranging from Las Vegas-style slot 


Mastering Shina’s many powers and abilities is the only surefire 
way to guarantee that fler mission is a success 






“You need hands...” This chauffeur boss takes a real beating. 





With varied stages, bizarre creatures and some truly outra- 
geous bosses, Silhouette Mirage is a little gem of a game. 


Shina’s powers are only effective depending on the direction in 
which our heroine is facing. Red side kills blue and blue kills red. 





as 





As a quality 2D platformer, Silhouette Mirage is in a class of its own. 


Fans of the company that created Gunstar Heroes are in for areal treat | 


machines to breakneck races through trap-infested 
dungeons. Players with supreme talents face their 
final challenge on Araboth, where Shina faces the 
mysterious leaders of the two struggling factions and 
learns her real role in the war of the worlds... 

So you're probably wondering what all this 
Silhouette Mirage coverage has to do with you loyal 
UK Saturn owners. Well, we're the first to admit when 
a game holds potential and Treasure’s creation is cer- 
tainly no exception. As a quality 2D platformer, 
Silhouette Mirage is in a class of its own and fans of 
the company that created Gunstar Heroes are going to 
be in for a real treat. Although Sega have declined to 
pick up the game for release over here, we've been 
speaking to certain third party companies that may be 





If the going gets too tough, players have the ability to unleash 
a devastating blast to clear the screen of annoying enemies. 





Only Shina has the power to save her world from destruction. 


interested in giving Treasure’s latest creation life on 
these shores. Nothing’s confirmed at the time of this 
writing, but we're twisting a few arms here and there. 
If we're successful, the Saturn will gain a 2D plat- 
former of mammoth proportions and there's every 
chance we'll also nab that elusive demo. 


a> 








This ED-209 wannabe is virtually unstoppable. Well-timed and 
accurate blasts are required to destroy it. 





Na 


Shina’s twin Silhouette and Mirage powers 
give her the ability to defeat enemies from 
either race, depending on the direction she is 
facing of course. When her red side is facing 
blue Silhouette creatures, she is capable of 
dispatching them with a quick energy blast. 
Likewise, her blue side is employed to anni- 
hilate nasty red Mirages. While Shina’s basic 
single shot is fairly effective, our heroine 
may also purchase additional powers and 
magic from the handy rabbit vendor who 


appears at certain locations. Homing blasts, 
gaseous grinning skulls and powerful light- 
ning blasts may be added to her arsenal and 
used to teach her enemies that this lady is 
one tough cookie! 


“With great power comes great responsit 
clever said that once. Smart man. 
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It's another 3D fighting game to issue forth from Japan's combat infested shores. Hmmm. Is there anything in Anarchy in the Nippon to 
make us just a little bit more excited? Yes, actually! 


Ey [kss_ 
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One aspect of Anarchy in the Nippon which is 
impressive is the range of sampled speech and 
bone-crunching effects. It has to be said that 
the VF series’ contact noises seem to have lost 
power since the almighty sonic onslaught of 
Virtua Fighter 1, but Anarchy in the Nippon 
successfully brings some of those effects back, 
along with other equally raucous effects. It 
might seem like a small point but in the heat 
of battle, a cacophony of awesome noise really 
makes for a cool atmosphere. 





Throws are accomplished in a VF style with A and B buttons. 


STAGE i 


Anarchy in the Nippon betrays its VF influences with PPPK attacks, as seen above. 
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onsidering that the Saturn has three of the 
greatest 3D fighting games around in the 
form of Virtua Fighter 2, Fighters MegaMix 
and Last Bronx, you'd think that the mar- 
ket would be pretty much saturated. In Japan at least 
this is frankly not the case. 

Two new games are vying for the wallets of the 
Japanese fighting fan: the forthcoming conversion of 
Dead or Alive will be featured in the next issue of SEGA 
SATURN MAGAZINE. This month we've got hold of 
Anarchy in the Nippon - a videogame with a most 
intriguing origin. 

In Japan, there are many regional Virtua Fighter 
champions. These guys are amazingly good at the game 
- true masters. It’s not unusual for them to spend whole 
days on Virtua Fighter 3 machines, or even having one in 
the corner of their bedroom. 

The Japanese firm KSS has brought together some 
of Japan's greatest Virtua Fighter warriors and put them 
to work on designing a home fighting game... the intent 
being to supplant Virtua Fighter 2 as best 3D fighting 
game on the Saturn. Shortly we shall see the fruits of 
their labour as Anarchy in the Nippon hits the streets. 

SEGA SATURN MAGAZINE has had a good, long, 





hard look at the game and it’s difficult to find fault with 
it. Any one expecting the loose controls and easy game- 
play of Fighters MegaMix is in for a disappointment - as 
you would expect from a game designed by VF fans, 
what we have here is pinpoint accuracy and strategy 
stressed above random button pressing. The combina- 
tion system used in VF also makes some kind of presence 
here - but the characters’ vastly different techniques 
means that even VF masters will need to spend some 
time fully getting to grips with it. 

Other aspects of the game are also instantly remi- 
niscent of AM2’s showpiece franchise. The visuals are 
super hi-res with some superb character texturing. The 
update is a totally solid 60 frames per second. There is 
never a hint of any kind of slowdown - the arcade experi- 
ence is certainly brought to bear in this game. 





This guy (he’s fighting against himself here) is one of the flashier combatants in the game. 


The strangest throw in a fighting game ever! 


Once again the Virtua Fighter influence is seen in the form of Anarchy in the Nippon’s floating combination methods. 


Designed by the world's greatest Virtua Fighter players Anarchy in 
the Nippon is a cool, technically impressive brawler with much promise 


If KSS hadn't been careful, Anarchy in the Nippon 
could well have been a simple VF clone, but thankfully 
the designers have gone for characters that are as pretty 
far removed from Virtua Fighter as you can get. Indeed, 
weld say that the influence for the characters is more 
SNK than AM2. SNK always inject some humourous 
characters to stand alongside their diehard heroic fight- 
ing masters and this is the case in Anarchy in the 
Nippon. Most amusing of all is a tight suit cladded busi- 
nessman in the habit of headbutting his opponents and 
scurrying between their legs! You get your ubiquitous 


| don’t think we need to dwell on what's going on here. 


range of fighting babes too, so that's all right then (but 
don't expect jelly-like wobbling breasts as in the forth- 
coming Dead or Alive). 

Anarchy in the Nippon deserves a European release 
of some sort, simply because with every month that we 
hear no more about Virtua Fighter 3, fighting game fans 
are getting increasingly more frustrated. Anarchy in the 
Nippon’s similar adherence to fighting skill and strategic 
battling, coupled with its drop-dead gorgeous graphics 
make this a game that could do really well... 


Once again we see the VF style UP and PUNCH jumping stomp. 


Lighting was temporarily removed, but it’s back - and how! 


The monsters are in and the speed is still unbelievably good. 


Pe UE ESR 


Since the days when everyone found out that 
Shun’s bridges wouldn't be in Saturn VF2, the 
world has had a seemingly obsessive craving 
for 3D backgrounds in a fighting game. Last 
Bronx kind of delivered with its stunning roof- 
ing effects, but other than that, most of the 3D 
fighting games to date have made do with 2D 
scrolling backgrounds. Anarchy in the Nippon 
is exactly the same. However, the backgrounds 
are scaled in size (just as in VF2), meaning that 
there is some depth in what you are seeing. 
This effect (which isn’t in ANY of the Tekken 
games) is pretty cool, actually. 


Yes, he’s going through the legs. How utterly bizarre. 


Anarchy in the Nippon’s 2D scaling backgrounds are more 
like Virtua Fighter 2 than Last Bronx. 
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NEMY ZERO 


How’s this for a low budget sci-fi film plot: Aliens attack a space station, but in a clever saving on the special effects budget, the 
aliens are all invisible! Enemy Zero is a bit different though - quality sci-fi action? 
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Enemy Zero created a bit of a storm when it was 
released in Japan, and has since become one of 
the all-time highest selling Saturn games over 
there, thanks to the involving plot and cool FMV 
sequences. And the naked blonde woman proba- 
bly helped as well, come to think of it. Anyway, 
why has it taken so long to get an official 
release? Well, how would you fancy translating 
four CDs jam-packed with Japanese text and 
speech? Still, Sega are up for the job, and they've 
even recruited eighties female ‘pop’ singer 
Luscious Jackson to provide the voice of Laura! 




















Most of the pics in this preview are taken from the video clips, 
because they all look so damn dood. The video window isn’t 
quite full-screen, but the quality is still pretty high. 








his game has the coolest intro I've ever 

seen. Invisible aliens smashing through 

steel doors, chomping on the heads of 

the staff members hiding behind them, 
while fuzzy security cameras catch the blood spurting 
all over the wall, and a gorgeous blonde naked chick 
views the action on her personal view-screen. Oscar- 
winning stuff. The only minus point in this awesome 
sequence is that the computer generated babe doesn’t 
appear to have any nipples. Not that | was looking. 
Anyway, that’s beside the point, because this girl 
(Laura) has just woken up from cryogenic suspension 
to find herself on a space-station that’s being devas- 
tated by blood-thirsty invisible aliens... 

The majority of the game is based around video 
clips, with some very impressive Doom-style 3D sec- 
tions linking areas of the station together. Players con- 
trol Laura as she investigates the crisis and horrific 
murders that are happening on the space-station. The 
first task is to explore the station and try to get the 
power turned back on - she has to talk to the remain- 
ing living crew members and find access cards for the 
doors, check out a map of the area, while all the time 
managing to avoid the rampaging invisible aliens. 

These invisible aliens are a bit of a problem. They 
wouldn't be so much trouble if they were friendly and 
made an attempt to fit in, like Mork from Mork and 
Mindy, but these aliens don't care about making jokes 
and observing the curiosities of Human behaviour - 





The game’s 3D sections are really smooth and atmospheric. 





That's a very flattering camera angle for a young lady... 


they just tear people apart! Poor old Mindy wouldn't 
stand much of a chance with these heinous beasts, 
because being invisible makes it very hard even for a 
tough space cadet like Laura to survive. So how do you 
find and exterminate an invisible alien then? 

Well, Laura has a scanner which can locate the 
beasts in the real-time 3D sections of the game, but 
players have to pay close attention, because the scan- 
ner only emits a beeping noise - the nearer the alien 
the faster the beeps, and the faster the beeps the 


The combination of a stylish sci-fi plot and cool 3D action should make 
Enemy Zero one to look out for when it’s released later this year 





Laura’s just found a swipe-card that should allow access to the space-station’s store-room. 
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Uh-oh, now she’s got a gun! And she means business as well. Watch out all you invisible aliens... 






Laura’s listening intently to her ear-piece for a status report. 


more chance Laura has of being torn limb-from-gor- 
geous-limb. It’s very tough to get the hang of, but 
there's a handy training mode which helps players get 
to grips with the action. There's a lot of pretty violent 
action in this and every other part of the game as 
well, with a good selection of exploding heads and 
violent deaths. It’s even harder for Laura to stand up 
for herself because she only has access to one fairly 
pathetic gun that needs to charged every time it’s 
used, and because of this and the need to rely on the 
beeping scanner, fighting these invisible aliens is 
much more like a strategic game of cat and mouse, 
rather than mindless shooting action, as players need 
to get as close as possible to kill the beast in 

one shot. These 3D action sections which 
link the different areas of the ship are 
great - the idea of having to listen and 
concentrate on finding the aliens is 
fantastic, and it creates a genuinely 
scary and intimidating atmosphere, 
but anyone expecting Enemy Zero to 
be all shoot ‘em up action will be dis- 
appointed - this is a very intense and 


| can’t help but notice the quality workmanship on that chair... 


Emergency! Laura gets bathed in some red and green light, which always looks good in sci-fi films... 

















More detail shown above. Laura must have very sensitive skin. 


highly plot-driven game. 
The game music also helps to generate a spooky 
sci-fi atmosphere. It's been composed by a chap called 
Michael Nyman, who sounds quite famous, but | can’t 
quite place the name. Probably some American big 
cheese rock musician, and | suspect he's only responsi- 
ble for the more atmospheric music that features 
throughout the game, rather than the awesome Drum 
‘n' Bass track that accompanies the excellent intro. 
This preview version of Enemy Zero is nowhere 
near complete yet (only two of the four CDs have been 
translated so far), but already the game looks like 
being an extremely playable mixture of great movie 
clips and tense 3D hunting, with a stunning 
sci-fi plot and some gratuitous violence 
and nudity thrown in. Cool! Will we 
finally have a game worthy of the tag 
‘Interactive Movie’ after all these 
years of trying? Well, the game is cur- 
rently scheduled for an early 
December release - we'll keep you 
posted on development... 


_—_ > 


«Workmanship that's even more impressive from this angle! 





(Above) There may be a picture of one of the mean aliens in the 
pics above, but they’re invisible so it’s kind of hard to tell. 
When playing the game you'd know if an alien was nearby - the 
scanner would be beeping like crazy. 


CU TC Ta 


Enemy Zero was created by top Japanese games 
company Warp, best known for their previous Saturn 
game ‘D’ and for the antics of their totally crazy boss 
Kenji Eno. When Enemy Zero was launched in Japan, 
Eno decided to put together a very limited edition 
box set (only 20 copies), that cost the equivalent of 
£2000! Even more bizarre was the fact that Eno deliv- 
ered the boxes personally to those Saturn owners 
mad enough to spend two grand on his game. 
They’ve also just released a Saturn game in Japan 
that has no graphics at all - just a completely blue 
screen and some complicated audio-based gameplay, 
which has so far defied all attempts at rational expla- 
nation. A European release for that one seems rather 
unlikely, don’t you think? And to cap it all, Eno is cur- 
rently creating a comedy TV show just for Japanese 
television (starring himself and six gorgeous women) 
all about the trials and tribulations of the boss of a 
Japanese software company! The boy’s obviously not 
right in the head! 






















There really is an incredible amount of detail in the FMV 
sequences. Every single shot looks like it’s straight out of a top 
drawer sci-fi movie, and the plot’s just as detailed. 
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GF 


THE LOST WORLD 


One of the summer's highest grossing movies, Steven Spielberg's dino sequel is also Saturn bound. But with the Lost World receiving 
mixed reviews will it fare any better as a video game? 














Pe ae PLATFORMER 
patents The batle for survival begins 





There’s nothing more annoying than being chased by a two ton 
carnivore. Run like the wind little Compy, run like the wind! 


SUP TAT LUT 


Megadrive owners may experience a sense of 
deja vii when playing The Lost World as its mix 
of both humans and dinosaurs has been tackled 
before in a 16-bit version of the original movie. 
With the Satu game, DreamWorks has upped 
the character quota with The Lost World boasting 
such numerous playable and non-playable crea- 
tures as the tiny Compy, vicious Raptors, lumber- 
ing Brontosaurus, lethal human poachers and a 
certain two-legged towering terror. 





























he old adage of movies making dreadful 


licensed games is certainly one that 

rings true for most film-themed 

titles. As Acclaim have 
learned the hard way, a top quality 
movie doesn’t necessarily guarantee 
a hot console hit. For every Alien 
Trilogy there’s a Crow: City of 
Angels and many 
developers are now 
wary of even the most sure fire movie 
licences. That being the case, it’s encouraging 
to see that the interactive arm of Spielberg’s new 
wonder-studio, DreamWorks SKG, has apparently 





in DreamWorks’ first game. 


VELOCIRAPTOR (SPECIES) 


spent the time and effort to make The Lost World: 
Jurassic Park just that little bit special. 
Completely ignoring the plot of the movie alto- 
gether, the game propels players into a number 
of prehistoric platform levels where they're 
presented with the opportunity to take on 
the role of both human and dinosaur char- 
acters. Although The Lost World is set 
on the same abandoned tropical 
island as the film, the game's 
structure consists of basic Pandemonium- 
style pseudo-3D stages requiring players 
to negotiate tricky ravines, perform well-timed leaps 
of faith and generally avoid becoming extinct 
Essentially billed as a constant learning experience, 
The Lost World attempts to let players “grow” as they 
continue, with many varied levels ranging from a tiny 


The final level finds scientist Sarah Harding desperately trying 
to escape from the dino-infested island. Players require all 
their skill in order to avoid ending up as an early lunch. 





A scavenger and pack animal, the Compsognathus uses its speed and agility to overpower larger creatures. 
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“Mmm... who'da thought it, humans taste like chicken!” A hun- 
gry T-Rex chomps down on a tasty two-legged snack. 


Dodge snapping crocodiles whilst searching for air pockets. 


It’s clear that DreamWorks has made every possible effort to 


Knock hunters from their 
overhead baskets. 


Raptors are crap, three bullets and they're history. 


simulate the believable environments glimpsed in The Lost World 


Compsognathus searching for food in order to survive 
through to the Bionic Commando-style human hunter 
stages and culminating in some satisfying 
Tyrannosaurus Rex stomping. 

While dashing from left to right seems to con- 
tribute the dino’s share of the action, The Lost World 
also contains a host of secrets to discover and power- 
ups to collect, with the latter being hidden in the 
usual impossible-to-reach locations. For the dinosaurs 
these items consist of basic food required to keep 
their strength up, for the humans they range from gas 
canisters and automatic weapons to health icons and 
rocket launchers. Cunning use of both natural abilities 
and handy power-ups enable smart players to make it 
safely to the next challenging stage in one slightly 
battered piece. 

As a relative newcomer to the world of interac- 
tive entertainment, DreamWorks SKG has used its 
extensive knowledge of the entertainment industry 
and its unique access to the game's source material to 
craft a potentially cool title. Not only do all the 


dinosaurs move extremely fluidly, but they're all 
based on the actual CG models created by the special 
effects gods at Industrial Light & Magic. Likewise, the 
Lost World's use of digital sound effects is breathtak- 
ing, ranging from the atmospheric ambient noises of 
the jungle to the Dolby Surround-pumping cry of the 
fearsome T-Rex 

It’s clear that every possible effort has been 
made to simulate the believable environments 
glimpsed in the movie and players will be hard 
pushed to fault the game's overall presentation. 
However, it’s in the gameplay department that the 
Lost World’s inhabitants will encounter their greatest 
challenge, facing off against such Saturn platform 
stalwarts as Pandemonium and Bug Too! Hopefully, 
Spielberg's creation will find favour with both movie 
fans and Saturn owners alike thanks to its attention 
to detail and sheer ferocity factor. For the full DNA 
dino-test, check out the essential SEGA SATURN MAG- 
AZINE review next mont 


The underground caverns contain razor-sharp spikes, lava 
pools and monsters galore. Too many hits and you’re history! 





The Lost World, an island paradise that is home to some of the 
most dangerous creatures that ever roamed the planet. 


CST Ne 


Tackling the game's earlier levels acts as a taster 
for the final ground-shaking T-Rex stages. As 
easily the most popular character in both films, 
the T-Rex lives up to its reputation by providing 
some of the game's more enjoyable and memo- 
rable moments including the ability to munch 
hapless humans, trash base camps and cause 
plenty of damage to anything that's unfortunate 
enough to get in this terrible titan’s path. 


Collect hidden DNA strands to access hidden bonus artwork. 
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@ DV dier 


PLE wUtt tee BOO BEB R CO ear er ee CeCe mC tee eRe Cee te eke 
stantly striving to improve our mag further, making it the only Sega magazine you'll need to buy. So if there are any areas in 


which you feel the magazine could be improved, changed, or new features added, drop us a line at: VIRTUA WRITER, SEGA 
SATURN MAGAZINE, 37-39 Millharbour, Isle of Dogs, London, E14 9TZ, or email us at virtua.writer@ecm.emap.com. The sender 
of the most entertaining read could win a limited edition Virtua Fighter 3 book, so get scribbling now! 





Dear SSM 
Regarding Sonic R (issue 22): “Check out the amazing 
reflective effects - PlayStation can't do this”, Sorry SSM, 
but that's bullshit. Sure, it looks great and | can hardly 
wait for the title, but do you honestly believe that the PS 
can't perform this effect? You're showing a real lack of 
knowledge if you do. You also state in the same issue 


It's official, the PlayStation CAN'T produce these effects. 





during your Sonic Jam review that the graphics in the 
Sonic World section easily rival those of Mario 64. Have 
you seen Mario 64 in action? Don't get me wrong, | was 
well impressed with Sonic Jam, but the graphics of 
Mario 64 are ina different league entirely. The new 4MB 
RAM cart could help to replicate some of the effects 
seen in Mario 64. Come on Sega, pull your finger out! 
And, more so, come on SSM... none of us want to see the 
Saturn fade into obscurity, but you must be honest with 
your readers. Statements like the aforementioned are 
reserved for sad Amiga owners who can't come to 
terms with the fact that their machine is dead. 

‘Matt Belcher, West Midlands 


GE Clearly it is your knowledge on the subject 
Matt, which is, to use the vernacular “bullshit”. 

Direct your attention to last month's interview with 
Travellers Tales’ Jon Burton, where he stated “the mist- 
ing technique (where the backgrounds fade in to view) 
would drop the frame rate to about 10 frames a second 
or less on the PlayStation, the reflective water would be 
VIRTUALLY IMPOSSIBLE to achieve, and the Saturn has 
better Gouraud shading giving much smoother light- 
ing.” As for your second point, we've all played Mario 
64 to the point of boredom, which is why we feel confi- 
dent in saying that Sonic World’s engine is more than a 
match for Mazza. If anything, Sonic World’s environ- 
ment is more densely populated and more detailed 
than those of Mario 64, without the eye-bleedingly 
blurry graphics. LEE 
Maybe directly comparing Mario 64 to Sonic World is a 
bit off, as the Sonic Team use a combination of 2D and 
3D to achieve their effect. But the overall affect is 
extremely similar, minus (as Lee says) the crap mip- 


mapping which always makes me think I'm completely 
short-sighted. Oh, the 4MB RAM cart is exactly that: 
extra memory. It WOULD NOT help replicate effects N64 
does with hardware. RICH 


Dear SSM 
In issue 20 of your magazine you printed cheats for 
Tomb Raider which you said were obtained from Core 
Design. However, one evening | tried this cheat and like 
everyone else who has ever tried it, couldn't get it to 
work. So as | was badly needing some help on this ace 
game, | decided to give Core a ring. | asked the man over 
the phone how to perform the level select cheat, but to 
my horror he told me that there were no cheats whatso- 
ever for the Saturn version and that all the cheats print- 
ed were false. 
Please tell me who is right as | really need some help in 
level seven of this game 

John “Games Guru” Lowery, Northern Ireland 


ES; With SSM's tipster Phil Dawson's recent “depar- 
ture” from the EMAP building, it would be easy 

to heap the blame on him. So...er, it was Phil's fault. No, 
just kidding Phil. After repeated telephone conversa- 
tion’s with Tomb Raider’s programmers, we were 
informed of a level select cheat which was subsequently 
printed in several editions of the mag. Of course, this 
cheat turned out to be complete and utter rubbish, all 
the while Eidos insisted it worked. In the end we reached 
the conclusion that either the programmers were com- 
pletely mad, but in a moment of clarity had created a 
stunning videogame before reverting back to their 
demented ways, or they deceived us. Either way, there's 
no Saturn Tomb Raider level select cheat that we know 
of. Besides, if you're such a games guru John, why 
haven't you progressed past the seventh level of Tomb 
Raider yet? LEE 


Dear SSM 
| am a Saturn owner but | am very unhappy. You see, | 
think it’s crap. Reasons? Well it is slow, it is very jerky and 
its conversions are a pile of crap, the PlayStation ones are 
mint. It can’t handle a piece of crap it's that bad. Quality 
over quantity is poo. Just because it has no backers and 
hardly any games, some sad Saturn owners have this tat- 
tooed on their arse. Time Crisis is a mint game and 
Saturn owners could not even dream of such a game on 
their console. 
So because of these reasons | think | should get the best 
console in the world, the PlayStation. 

Omran Shroufi, Sonyville 


Hp We're prepared to concede that many Saturn con- 
versions of PlayStation titles have not been up to 
standard, which naturally reflects badly on the console. 
Yet to assert that this is as a result of the Saturn being 
“slow” and “very jerky” is ludicrous, as it is clear that 





when competently programmed the Saturn can produce 
visuals far in excess of anything achieved on the 
PlayStation. As for your “it can’t handle a piece of crap” 
argument, would you care to explain the inferior 
PlayStation versions of Duke Nukem 3D, Marvel Super 
Heroes and Exhumed to name a few? They're hardly 
what you may refer to as “mint”, whereas the Saturn 
versions are. And quality over quantity isn’t poo. It puts 
us in the desirable situation of being able to fill our 
pages with some of the finest games of our time 
(notably Duke, Quake, Sonic R, Marvel) rather than the 
deluge of toss you'll find in the PS mags which nobody 
of sound mind would even consider purchasing. As for 
Time Crisis, Saturn owners don’t need to dream of such 
a game, as they've been playing the likes of Virtua Cop1 
and 2 for literally years now, whilst PS owners await 
Namco's blatant rip-off. LEE 

If you truly believe that “quality over quantity is poo”, I 
highly recommend that you do indeed buy your 
PlayStation. The Saturn is a machine for hardcore 
gamers who know the value of quality titles. I'm not 
saying that the Sony machine is bereft of good games, 
but what the Saturn does best, the PlayStation can’t 
match. Additionally I suggest looking up the word 
“mint” in your dictionary. RICH 


Dear SSM 
| just want to know what the big deal is about Quake 
Everyone who owns a Saturn is dead excited about its 
release, but the truth is that it's been out for over a year 
on the PC. Experienced gamers will know that Quake 
comes into its prime when played as a two or more 
player DeathMatches and co-operative games, at this 
it’s unbeatable. But as a single-player game, 'm with 
the school that believes that Duke Nukem 3D and Dark 
Forces are better games. And since the Saturn has no 
link-up mode, | think Saturn Quake isn't going to be as 
brilliant and durable as everyone thinks it is going to be. 
Consoles trying to imitate PC classics (Doom, Quake, 
Duke etc) have got a lot to live up to. 

Tom Elstob, Ipswich 


om 


Dark Forces a better one-player game than Quake? Yeah right! 


BTL UG RLU Yall 


= The point is Tom, that very few Saturn own- 
MP ors have access to\a PC, given the preposter- 
ous amount of money they cost. So for many people, 
the incredible Saturn conversion will be their first 
opportunity to experience the mighty Quake, rea- 
son enough to get very excited. Admittedly, it looks 
increasingly unlikely that Lobotomy will include 
any multiplayer options in their conversion, but 
you're not seriously suggesting that Quake is redun- 
dant as a one-player game, are you Tom? Besides, 
the only school that we know of that believes Dark 
Forces is a better one-player game than Quake is the 
special needs school. LEE 

Iagree that Quake may lose something with- 
out DeathMatch, but it’s still an amazing game. 
What are you saying - that without DM, there’s no 
point at all converting it? Hmmm. Consoles trying 
to imitate PC classics have got a lot to live up to, I 
agree. That’s why Saturn Duke Nukem is so ace! And 
Ishould know having played it, as opposed to you, 
who hasn't. RICH 


= 
1 

| 

| SEGA IS THE FUTURE 
| OF GREAT GAMING 

| DEARSSM. 

| With all the negativity being 

1 pushed in certain circles 

| regarding Sega's wonderful 

| Saturn console, | thought 'd 

| better redress things a bit with a few important 
| points on the other side. 

| 1. The Saturn is the cheapest, most accessible 
! machine ever seen on the planet with that amount 
1 of processing power. At £99, it is £30 cheaper than 
| the PlayStation and £50 cheaper than an N64. 
| 2. The Saturn comes with internal memory, so 
i you are not ripped off as with the other consoles 
by having to buy a £20 memory card to play 
I most games. 

| 3. The Saturn has the best 30 fighting games on 
| any system bar none, in Fighters MegaMix and 
| Virtua Fighter 2. 

|g, The Saturn has a range and depth of games that, 
| the N6q will probably never achieve 

1 5, The Saturn has far more RAM than the 
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PlayStation, enabling faster loading times and the 
coding of vast games like Quake, which it seems 
the PS cannot handle. 
6. The Saturn has expandable memory capabilities 
with the new RAM cart, allowing for even better 
quality gaming. 
7. Unlike a certain other console | could mention, 
the Saturn hasn't been plagued with unreliability 
problems and disc skipping. 
8. The Saturn has brilliant and exclusive range of 
arcade games and exclusive RPGs such as Dragon 
Force, Shining the Holy Ark and Grandia. 
g. Finally, go to any major arcade to look at the 
future of console gaming. Look at the cutting-edge 
games which everyone is playing. You'll see that 
most of them are made by Sega. Not by Johnny- 
come-lately companies entering the console field to 
make a fast buck. You will look in vain for Sony, or 
even Nintendo. Sega is the future of great gaming. 
James Grant, Yorkshire 


Well that’s just as well really, isn’t it? RICH 











WHAT HAPPENED TO JONAH? 
Dear SSM 
Why did you print Jonah Lomu Rugby in the Out Now 
section of Issue #22? | have had one source now say the 
release date is October, whereas most suppliers still 
have no release date! 
| now take no interest in your release dates, so please 
don’t print them until you have it in black and white. 
Sod this mate, I'm off to buy a PlayStation. 

‘Mark Ward, From a fax machine somewhere... 


ME, The release dates printed in this fine publica- 
tion are accurate at the time of going to press. 
On occasion these change due to circumstances beyond 
our control, as in the case of Jonah Lomu Rugby. 
Codemasters have held the Saturn version back with 
the intention of having a simultaneous release with 
the PC version of the game, coinciding with the start of 
the new rugby season. This means all things going to 
plan, the Saturn version of Jonah Lomu Rugby should 
be in the shops by the time you read this, which you 
could have discovered some time ago by simple tele- 
phoning Codemasters yourself. LEE 
Our release dates come straight from the companies 
involved and they’re passed straight on - excuse us if 
our crystal ball is a bit murky but we're doing the best 
we can. Out Now is written six weeks before the mag 
actually comes out, so again we have to rely on outside 
info. Unless you want “Out Last Month” instead. RICH 


ANOTHER SATISFIED CUSTOMER 
Dear SSM 
What is wrong with some of your readers? Everywhere 
| look some idiot or another is slagging off your mag 
and moaning about demo discs. And another thing, 
why have some of your readership fallen in love with 
that puerile trash known as Saturn Power? Don't these 
mugs realise they're being taken for a ride? They are 
handing over £5.00 for a poorly written, badly laid out, 
amateurish “fanzine” which annoyingly rounds off the 
corners of its screen shots, and churns out increasingly 
poor “demo” discs. | suppose the first disc was okay. 
Granted, all the playable demos were already on sale, 
but let’s not be pedantic, eh? The second was a tragedy 
though, a rolling demo of Hardcore 4xq and two of the 
jerkiest, most unplayable games ever in Actua Soccer 
Club Edition and Reloaded. Well, we all know the story 
of the third disc. Can they seriously expect people to 
hand over a fiver to listen to game music? 
Well | for one think you're doing an excellent job. Your 
reviews are never biased, the layout is superb and 
although your discs aren't monthly, they're ACE! 

Craig Ward, Lincs 


Ge Thanks Craig - and hey 38,941 other readers 
can't be wrong, can they? The only problem is, 

it’s only the ones with complaints or queries who tend 
to write in, damn them, making for a pretty miserable 
letters page. As for our discs, hopefully they should be 
more frequent over the coming months... LEE 

From now on, could all you lot direct your criti- 
cisms of Saturn Power straight to them please? The war 
of words between the two mags is getting a bit ridiculous 
really especially as now they want to make it more... per- 
sonal. Not that I really care - the success of a mag is down 
to sales - SP's “estimated” ABC sales figure is 22,000. Ours 
is over 16,000 stronger - which suggests that many more 
people prefer SSM's approach to covering Saturn games. 
And while their CDs have apparently dried up, we're 
going to INCREASE our disc activities. Trust someone 
who knows: the best is yet to be... RICH 


LETTERS Ea 


Dear SSM 
He he he he ha ha ha ha haaa... | am quite mad. 
A disturbed person, Lancashire 


ME, Indeed. LEE 
Thave no idea why Lee has entered this 
letter for inclusion in the mag. Don’t waste your 
effort and money (and our time) on such insolent 
buffoonery again. RICH 


Dear SSM 
1am having a few doubts about Sonic R. The 
graphics look stunning, but what about the 
playability? After reading the showcase in issue 
#22, it appears you run around five tracks trying 
to beat four opponents. A bit boring methinks. It 
sounds a bit like the bonus stage from Sonic 2 
with nice graphics. If this is part two of Project 
Sonic, is it worth the wait? 

Ronny Dobbs, Middlesbrough 


GS “early you didn’t read the showcase 
FH -arefully enough Ronny, otherwise 
you would have discovered that Sonic R is 
much more than a straightforward racing 
game. There's a vast exploration element not 
seen in other racers, hidden routes to discov- 
er, rings to collect, power-ups to locate, a myr- 
iad of secrets and loads more cool stuff. Put 
simply, it’s a breathtaking game and most 
definitely worth the wait. LEE 

As Lee says, read the feature properly before 
moaning. Sonic R has the potential to out- 
quaff Mario Kart 64 in terms of visuals and 
gameplay, such is its power! Hopefully your 
doubts will evaporate when you play the 
EXCLUSIVE demo coming soon to SSM! RICH 


Dear SSM 
I'd just like to say that your coverage of the recent 
Sonic Jam was excellent, which led me to pur- 
chase a copy of the game the very same day it 
came out and it more than lived up to my high 
expectations. In fact, | liked it so much, | was 
wondering what the chances were of Sega 
releasing a Sonic Jam Volume Two, featuring the 
remaining Sonic titles from the massive back cat- 
alogue (Sonic Drift, Chaotix etc). | know the 
graphics are a bit rubbish, but it’s like you always 
say, it's the gameplay that matters most. 

Mike Spencer, Hartlepool 


= The whole point of Sonic Jam was to rein- 
troduce Sonic to those who missed out on 

the phenomenon first time around and build 
anticipation for the awesome Sonic R. With that 
goal achieved, there really is little point in releas- 
ing a volume two, especially considering the 
other Sonic games you mention never really had 
the same impact as those featured on Sonic Jam. 
Ashame, really. LEE 
The other really cool thing about Sonic Jam is 
that the four games included were actually coded 
by the Sonic Team (as opposed to the others) and 
were by far the best Sonic games you could get. 
Did you actually play Sonic Drift (shudder)? RICH 





Nea ae Td 






Questions. So many questions. And answers. That's what we (we being 
Editor Rich Leadbetter and Sega Overfiend, Mark Maslowicz) have for you. So 
send them in to | AM HONESTLY INTERESTING O+A, SEGA SATURN MAGAZINE, 
37-39 Millharbour, London E14 912. Or email them to ssm.ga@ecm.emap.com. 
Oh and Paul Gibbs: Batman and Superman aren't Marvel characters so they 
aren't likely to appear in any Capcom Marvel game. We're getting a lot of 
Marvel wishlists/ comments actually - send ‘em in to Virtua Writer, not Q+A! 








THE £15.00 VF2 MAN! 
Dear SSM 
have a few questions that me and my army of headless 
chickens have to ask you and your magazine. 
1. Will Touring Car retain its glorious hi-res graphics? 
2. 've noticed that since you started from your first demo 
disc, it’s been three issues then a demo discs. Coincidence 
or set routine? 
3. Was VF2 for £15 a decent buy? 
4. Will Last Bronx truly surpass VF2? 
5. Will there be a sequel to Sega Rally? 
6. What will happen after VF3? 

Joe McCoy, Glossop 


EZ + Nope, but it still looks cool. 2. We produce 

discs as we get them. There is no set routine. 

3. Oh yes sir! 4. Nope, apart from graphically. 5, It’s a 

good possibility. 6. VF4, presumably. By the way you 
should have said “my headless chickens and I”. 


THE MOST BIZARRE SONIC QUESTION EVER 
Dear SSM 
1. Is Saturn Quake or Saturn Duke Nukem 3D going to be 
any different to the PC versions? 
2. Is Quake only going to be converted onto the Saturn 
and N6q? 
3. When is Croc coming out on the Saturn and is it 
any good? 
4.5 there going to be an Exhumed 2? 
5. Has Heart of Darkness been canned on all formats? 
6. Is Sega's light gun game, The Lost World, coming out 
on the Saturn? 
7.1s there going to be another Sonic compilation with all 
the Game Gear Sonics on it? 

Someone, Somewhere 


Sig * Yes they will be different. Look a the 
reviews and showcases of both games for 
details. 2. It may now appear on PlayStation (and you 
won't believe who's doing it on spec for GT) but not 
until sumumer next year at the earliest. 3, Croc’s out in 
November. As to whether it’s any good, I'd say yes - 
but read the review this issue for the whole story. 4. 
Unfortunately only on PlayStation. 5. The developers 
are still doing it, believe it or not, despite Virgin hav- 
ing canned it so it might appear via someone else. 6. 
There are no plans at this time. 7. Er, why bother? 


PERPLEXING FV/ VF2/ FMM CONUNDRA 
Dear SSM 
This is the first time I've wrote to your awesome mag so 
can you experts answer my questions? 
1. When Daytona USA first came to the Saturn, it had an 
extra Saturn Mode option, Will the same happen to Sega 
Touring Car? 
2. Do you think it would be better to buy Fighters 
MegaMix rather than getting VF2 and Fighting Vipers? 
3. Could you please give me about two to four games | 
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could purchase after Christmas '97? 
4. Will Need for Speed 2 come out on the Saturn because | 
think the first one is wicked 

Brett Turner, Nottingham 


eS, » You betcha. Look at this issue's showcase for 

iF detailage. 2, Hmmm. No. You really need to 
own FMM and VF2 as opposed to FMM and FV, which 
are too similar. 3. Why not just get Duke Nukem 3D, 
Resident Evil, Sonic R and Touring Car - all of which 
will be out before (and indeed after) Christmas. 4. 
There are no plans at the moment. 


Q+A GOING DUTCH SHOCKER 

Dear SSM 
Please answer my letter as | wrote to six different games 
mags so | hope the seventh time is going to be lucky. Now 
on with the questions 
1.1 collect another mag called CVG (You must have heard 
of them (Who? - Rich)) and on one of the pages that had 
Capcom games all over it there were games like Marvel vs 
Street Fighter and Pocket Fighter. Are they coming to the 
Sega Saturn? 
2. When will X-Men vs Street Fighter be coming out on 
the Saturn? Possibly in the first quarter of '98? 
3. Do Sonic Team have any plans for a full 3D Sonic game 
like Mario 64? 

Ben Duerden, Holland 


451 Marvel vs Street Fighter is definite. Pocket 
PP + grter is highly likely. 2. t all depends on a) 
whether Virgin want to release it and b) whether Sega 
will release the 4MB RAM cart. It’s not out of the ques- 
tion but Sega don’t seem keen at the moment. SHAME 

ON THEM! 3. The Sonic Team have MANY plans! 


BO Be Uae SS 


GO FOR SWITCHES OVER CARTS YOUNG MAN! 
Dear SSM 
| ama fan of Capcom beat ‘em ups and other bizarre 
Japanese games which you often showcase in your top 
class mag. Please answer my import gaming questions. 
1.1 have seen ads for a peripheral that allows you to play 
import games on a UK Saturn. Is this the only way? 





2, Would this interfere with a RAM cart if | had one? 

3, Would an import RAM cart work on a UK machine? 

4. Will CyberBots or Silhouette Mirage ever get a UK 

release? This would save me a lot of hassle. 

5. Imports aside, X-Men is cool and I've no doubts that 

MSH is also superb, Will we ever see any DC licensed 

games? | would love a game of Superman vs Doomsday. 
Andy, Broadstairs 


ME, » Nope. The best way is to have country code 

and NTSC/ PAL switches added to your Saturn. 
That way you get a full-speed, full-screen display 
which you DON’T get with the peripheral you men- 
tion. To be honest, this is the ONLY way that an offi- 
cial UK Saturn owner will get to play the likes of 
Marvel Super Heroes and Street Fighter Alpha 2 the 
way they were intended to be played. The upshot of it 
is that your warranty will be made void (if your 
machine is less than a year old), but to be honest, if 
you're that serious about 2D games like Capcom's, it’s 
the only way to go. 2. It certainly would. Get the 
switches. 3. Indeed. 4. CyberBots, no. Silhouette 
Mirage - you've got to convince Sega, who aren’t keen. 
5. No plans yet. If Capcom did a Marvel vs DC fighting 
game (or JLA vs Avengers), I would be most happy 
indeed. This Marvel vs Street Fighter nonsense makes 
for great gaming, but let’s face facts: none of the SFers 
would stand a chance against superhuman opposi- 
tion. I defy any Capcom fan to challenge this argu- 
ment in the pages of Virtua Writer! 






Aha - this little section is 
where we answer the most 
frequently asked questions. FAQ. Geddit? 


1. 1s Fighting Force coming out in the UK? 


S&S Well apparently it is now. We have it on 

good authority that if Sega won't license it 
for release, Eidos will get around to doing it them- 
selves. Development continues regardless. 


2, Is House of the Dead coming to Saturn? 


eS, Sega are continuing to bring their arcade 
HP produce across from Model 2 to Saturn and 
House of the Dead is extremely likely to appear. 


3. Will there be a Saturn 2? When will it be out? 


Hp The machine is in the preliminary stages 
of development. It's unlikely to be called 
Saturn 2 (or BlackBelt) and it’s unlikely to be out 
for a long time. However, we guarantee that it 
will be OBSCENELY powerful. Forget PCs, 
definitely forget N6q - Sega’s new machine will 
be incredible. 
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POV Co CEE CRE Che Re eC aaa elec 
ORCL as BC Bech amr ac le) Cav alee te ted 
Pe eCens osm eck Nae 
oe mete Te UBC lade laeitcerlareim zie e ty 
RAC TRC RU oul sob nt RU mI neE Coors etd 
frankly a marvel. The machine was never designed to do this and 
Sa eB Rl Telco ean a ee a rele CRs coeur bat 
Pree mCoa tk 
Having got to grips with this version of Quake we can report 





CO OO CCE CU US SECC 
PU OCCUR OM ROBE LCE MLC LCE UC UEC Cee 


PSC MNS rea Cee Ce Coes cea tre 
For the most part, it's just a little less smooth than Exhumed and 
Duke Nukem 3D. When things really, really get complicated there 
PEC Cee elton t seh oC ainn ced ced 
PCE ue RMR Reo C moet 
Poa htt Ce a CeuC tne eS TCE Noam Cree ney 
the Satum visibly being abused like never before in order to pull 
earceunic eM ate ceisler Bune Cr CEy 
Reena adsense Trt 
PRE RSet SCOR mane us ma Clg 
ed) aCe Ta Be Cos yr ROR CE BUTLER LS CS 
DF) elo eearte omit Lome) eels Ola ( aloe e So 
wait until next month to see just how effective Lobotomy have 
Pros cect 

Of course, some questions remain. For example: how good is 
Reco Cee CP CNN CLES Serena CL Cd 
Peer Com ees neta acd 
ReMi Emel eeu BCT B cl aes Ee ety 
and you'll find the answers to them in the review, coming exclu- 
PRO e ese eos Ogee uname tls 
eB B OIE sau 


Quake is reviewed in the next issue of SEGA SATURN MAGAZINE. 
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according to programmers 
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Ly Parr blocks the way to the awesome rocket launcher. Destroy him! 


>> EPISODE ONE: THE DOOMED DIMENSION POCA eee Oe eam Cee Sew 
The first episode of Quake was the part of the game given away _ tary compound (known as the Slipgate Complex) where your 
to the PC community for FREE. You sampled the wonder of the aim is to locate the warp to the Doomed Dimension. 


game with this set of levels and once you completed them, you PO beam cereal Rete Coe Bld gehen de oe 
SUT Ros asec ee ae et Oto e (tia Cees OR eee UN ENTE 

The levels here are fairly straightforward and relatively later Quake stages. The fact is that completing this set of stages 
SER ecm Reece CORI BC ietmels (OCS BC NOE eaigmracetl) BCom creme testes 


SO Okc CS EB ea mL CRM ay ema eitea 
boss creature you'll find in Quake. He has his own complex 
ENT Ce aac oe ae ee ee meets Read 
Se R CRA CR a aOR Cena eer ete 
leatasl (rach 























EPISODE TWO: REALM OF BLACK MAGIC 

Neila lee sot CMR cea ote Mel oan cone) a 
PB e eect OM Uh a resect aor Cramer bs 
style of rock caverns and mediaeval architecture is used 
throughout the entire episode. 

SOO meas Ream Ete a VET Ce ey 
huge step up in difficulty from the Doomed Dimension. Tricks 
and traps are first introduced here properly, with a huge range 
CeCe On Run Ocm te) Leente essen ayer ce 

This episode also gives you the last weapon in the Quake 
boas CoroR ae Ctieaas lo emen ce Vico CM Bia UBT tales 
ee A eC aCe ance cate 


‘The Rocket Launcher is a 
Da eed 
CORSON ae ra 
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PCR Lie Ean ee ele oC tase od 
SARC e re eee iese arc re crete 
Pe emu ee Stee Oates Ty 
pee Cee COE CE BCH Recor ORC e to ele 
BU ree Rcl Ret emda Currant 

As you move in to collect the next rune you need in your 
PCE aOne eR OR Teel 
SRC Ae WC Reo Rea e ROR CLC iny 


EPISODE THREE: NETHERWORLD 


Gc aon tetera caer Ea ence 


QUAKE: THE MONSTERS! 








prepare to tremble in abject terror! 










Pee OG SCO t un scan een ke cn eae or ame SCE 


ee LS 
been translated across really 
Pee PC me 
to add some more...? 


SELB VCR at oe oe CBCRuCran nm as ene CEB 
Petr eC ECR Cs orecee ec Recon 
Pare Ose TICem nat esa ater cag 
eWe) Ge a odor ea coeeil ou seers 
brain cells. True, this remains pretty similar to levels that have 
Rens och nee ery steam ret s nt eon o com eta 
ising monsters and what-have-you, but the fact is that the execu- 
Ra Rec SRR Cee eR RBIS 
toss 

Also of note is the sheer size of the levels. Quake’s designers 
ACEC ER OCG ae nmen en een ee oe er Rt) 













CRU ese) 
COSY ean Ue 
Saeed 
Pe RU e RU ed 
De OR Une ud 
charges. Switch to nails or shotgun 
BSE nau 


RUSE Gadi OGRES 
Ue ee See 
CRU CUO MSO oa 
basic marine is easy to gun down, but —_they attempt to hack you to death with 
Tee ne mc their chainsaws. At longer range they 
Pe ot ee md 
ea forme as 


LOTUS Ste CT 
UU Ou 
with swords to take you down at close 
De RU ok 
De Se RECS LT 
Pa eon 
defeat, but its hell-spawn brethren take 
Das 





aS Brey 

De EAE a ee 
leaps (so they can jump platforms and get _gift of flight, these quiet monsters spit 
to you), their feet can inflict massive dam- acid at you. They're aren’t too tough 
Pe me Ee ae 
CAR UR often materialise around you in order to 
COS ECS Ro A Ue 


CU 

ecm 
Quake, you should be well acquainted with 
PU OM LO 
ows they leap out at you and bounce 
around the level after you. When they're 
Ceca 
Pn a 











Tay 

Dee oe ee rad 

end of Episode Two. They're tough, requir- 
ing four direct rocket blasts to kill, but the 


Pretec Re Oar a 
ity to fire homing mines at you. Very cun- Abit of Zombie action from 
ning footwork is required to shake those the Necropolis level. Grab the 


RR POCO ae Ua 


TUE 
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frankly remarkable 
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Four is pretty spectacular 
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CU Te Mae ease meee Ca cau tems 
monsters that leap out at you, and salvation in the form of Quad 
DUETS sacha a clase se Seana Tre 
POR ee Lana aOR e e eeecee seers 

NLS Taste ree) cies M arco oe rato t ts CRM MRT cd 
eC RB N aeons Bote Eee Colt 
well as a truly sinister and chilling graveyard scene. Grab the 
Cre Preteen ateen here een rac 
shotgun! Coolio! 

ere aae Ren acc oe STR Ce TCR v art 
Episode of Quake! 


QUAKE: THE WEAPONS 







EV aButerbeleteC eRe Bahasa 







WEAPON #1: AXE eS EO Lams Le 


SCC eon a SOREN ec 
PO uM ca Oa Da eee 
De CORO Cy 
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Fee eae tty 
a the nailgun... in half the time! CO 
‘Awesomely powerful, yet even more either after a short time lag or on contact 
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It's been said before and we'll say it again. The success of a first person perspective blaster is often down to the brilliance of the 
Mle Mee R COE SRR eo eMC RC e CR anc Ma SCENE Blea Regt ko CART BT Belo 
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EPISODE FOUR: THE ELDER WORLD 
BUCS B lee eRe CC RCMB elie eit) 
CBU MOE CEC RN CBC be bcm eT 
evil in this dimension. The problem is that the most terrifying of 
UC CoP Ce Re Bee 80 

MSR Ce ase R eR (eric al) lhe 
the Elder World concentrates on your combat skills, with the brain 
oe HBR ele ete Ceo Road ll 
Episode Three? Yeah, right! The problem here is the sheer weight 
of top-power creatures you face on the path to the location of the 
eau MBSE Taly cero Me oot iu Lani) 








Se Esau ST ESSE 

CS ee ee 
DR Se eee 
tunately, its pellet dispersal system is very _ on in Quake (you can get it on level one!). 
Dem CEC Ween a 





2 ale 
PTET 





ETA Un ag hUeay 

Pe Re cu BUS Ree ous ene 
CRS eee eee 
Rn ae DEOL oR UC Ls 
choice, although Shambler monsters can sters. Ammo (cells) is a little on the 
Ce Cec DUCE 


ARTIFACTS OF POWER! 
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CHUL Le CHL S  e Da aU Tg Dea 0 

Ue ace RRS Cm LS Sn A veritable monster mash 
PSO oe Re aS Ue Soe RE Crm OO I LSE 
Dee ce PUR aR Eun eC Und Pree UIUC PSU TO Ly NCSA RUC 
or rocket you fire has its Pee UU UG UMPC SOR CCU a Desa no) 

PERCU Re ead Ua aU CURR aC Aa UCL 

DSc PO eeu ROS a LS possess this awesome power-up. whilst wearing it saves your 

Dein Pd ce Le rad Dae 








IS OR Ge Osa ess rhe eke nent 
take you out in seconds! 

SCE St oars see oa eae erst 
eC CTU an icaa meee CRUE NAB ALCS 
Quake is all about and the fact that the Satu is handling it at all 
eRe machete ascog Cer taice Ue Lcd 
Rae rel sctarthletTe 


Bete e eel y 

Oi SCENE ee ccm Coss Choe cme bat ocd 
PUA S Oa Shen Ona acer Cut eactag 
Roc Rohe AER ce ee eC Be oe 
(look at the box directly below this text) there are also several 


SECRET'S OUT! 













Some secrets are found by shooting odd-look- 
er CUR UC RCL c ag 
TUS Uae AL a eee 






DE UL Seon ee Lo Ud 
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The real challenge of Quake is to complete each level, destroying all monsters and revealing all of the secrets, plundering them for 
Ce ee ener snes Ounce ca cee tery kgs 


Shooting the planet causes a lift to rise, taking you 
up onto the ledge. It also opens a door with another 
DEUS eee ee 


SSS SN a RL 
Tee ORC LCR ROR UGE RU DL 


Peay egos ses sen ee Om 
Da eeaet Recs resi ners CCC mera cd 
OM RaC PRUE MPAT nc aoc RT) Bel Ng 
BT cane PR NOT CO RY) oo R= Coo 

The upshot of this is that Saturn Quake features ALL-NEW 
Pree Oe Cath BR una Mca aoe 
SMS Rn Rona Crane CMe orn had 
has us salivating in anticipation! We'll include a look at these 
pers neste uc 

Re eet nt eB Se EO Lon 
knows the capabilities of the SlaveDriver engine better than the 
Coinstar Blah CBRE Wied Briss tek Onto 
PO anon Rene ae 
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DU CCU a OL 
CSR RUE 
that is (the lighting shows 

PU 





Go through the door and enter the hidden area. 
PCE Ea CORE eC Come Ck 
POU RU 
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now have access to. It’s just a case of dropping 
COE ae eS ae eo 
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Pe aT T(r Dem) 7 
And Death Tank - the best multitap game 
ACTF Te TUT CLT 
RECURS 
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STR CTC 


he TO aR sm Smee Cette eee rate | 
Cra tc Sheen Cent Rete Cm ST 
forget just how incredible they are on the Saturn and how 
SoC UGn Set an esc os av eC ee eee TTS 
CECE SCC UCt caste scr seers etcetera tye 
outside of Lobotomy raving about them. 











ea aI ene CEES RSet ere 
Pet ec Rea eee Cer mee tates 
ASU TUS ROO nt eat eocat See S CCST 
RCO Ss Cont Rot nee eC Cees crt 
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LU UCC R smn tia Conese htm ara 
POCO OVA Ae ar ice eta ara eae ease Rees tes 
POUL TBN CE och Cau eo CaasCEON Thee 


LOBOTOMY As everyone should know by now, there are 
significant improvements in the lighting model. Overall we 
PC Ret CE On Cost sete es Centr en? 
modify the game design unless forced to do so. We have added 
Crete Te as ane Te reeset Rk rssy 
Sa Burm butch Ce 
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SSM What was the most difficult aspect of the conversion to 
Deere eee Or ts 

eh) eet ee RUE Cera cosa 
Dae R Cm REN e hed Le 
See Reco Cen ance santana 
Ponte cence 


Roa PeUCOE CR ete tee es eC ce 
See et erese Cee eit 
er eet esto 

Re) Toho UP OCR IE anes aCe Uae 
PCR ee Benross RGR Com ECs 
Se Cana ATCase 
didn’t want to code it and have to change the game later, but 
they always said to leave it in. We are very happy it stayed 
POC ERLE ORG atten roms Crencrcnn ite 
One ue sts 


SSM What are your thoughts on the other versions of the 
eset eT MOR Sec eee ys 
Peer eye Cele 

Re) ee LMU RCS R ame e 
Pee CRN uD tee Ce. MR cot eRe 
Pee ee ety atc om is aCe ee 
PCC ert Sale CRUE Masten tia Cee Cid 
same edge to it as the Saturn and PC versions. Sega has really 
Poa etic Cee COOt esc mn Cecncsn att 
PORTS > eres Cee eee Rea] 

ONAN RoC Ue eee CRU 
improved and could be a decent game. They 
PGE MET e Taos eset ee a 
and are porting the game 
OPeR Ors nCl css Ets. 
See a em Ceo Rees 
nae teas eet sts 
Pry ate oat 
for the PSX consumer, they 
OMe neCeeloe 
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Saturn Quake. How's it going? 
Roe eee Cesena cue cd 
Seen esc ent) “i 
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INTERVIEW 








PRN LEUe 
now for £19.99 - a better buy 
you won't find. 


PC aC CENCE Cet asm CVn Coe Suntan 
Pee CR eR Cns Ue Cr Creche CE 
PREC Cce eC ent eae Beg 
weeks from now (mid September). 


Poetry ees tC a chron 
points of the PC game. Would you have liked to have made 
Peete en reese gets rity 
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PE Ree Ore) Cee etc enn Centn 
Carta es MS Cee CR e iL 
LOBOTOMY We shared engines and 
Pee RENE Sach 
Peer ty raacen te mets 
OR eee a tse tet 
ways. The polygonal enemies are an 
CCC ESCM CE TCR aCe oh7t 
RVG ean een) ccc ve Uae. 
Srogeny EERO vg rics 
than in Duke, the collision code is 
Pro taaieta te Cacoiem aCe Ng tote 
mental and dynamic lighting is 
Pca sce tito 
ERE eT NT 
A thinks Duke and Quake 
reer Ce rt 
Er ons scy emits 
should think again and 
RAT RST CR Css 
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Quake needs a good spec PC 
to play well. For Lobotomy to 
DETR a UD 
year-old console technology 
SUS Oe Ca Ce 
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Osc icco arate Buus Alaa 
goal was to keep the integrity of the 
original sounds so that when you 
hear something, you know that it’s a 
CoRE Ven Be eC Ree eo 
RT Baars taht 

Tes Cha teas UBICR te 
PCT a RUC eT Oe ca 
straight forward considering the 
BTU) Sear Rae CE Caer 
pRB ek CocoC ROBO 3 (1g 
renee aca ry Neva CK itd 
Inch Nails) tracks will remain intact! 


PSUR eee Ce tog 
problematic area of 
converting Quake? 
Obviously the graphics “(ime 
are that big a step up 
Bw oe 
BoD Siam 

LOBOTOMY Reducing the 
PON esas Coen be 
animating them, and maintaining 
CE Cenerey Ce caus 
maintaining frame rate. With the 
enemies we hired some Softimage 
Che acta teeters 
our job much easier. It was still a 
daunting task to reduce the complex- 
pla oa Su CL OCE CEB Casey cers oan ieee d 
Re ee RCE Cec tes Co aeicea Enns 
eee Oma a Oe B acB ena 
them from scratch using the PC levels as reference. This took 
quite a while to do, but the end result looks great, and just as 
roach CVE Cale 
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SSM The monsters seemed to change graphically quite 
eRe rte CoC CM Rete a) Cat aa Ed 
LOBOTOMY With the PC version they had a limited palette of 
colours to use (256 for the entire game). In Saturn Quake, we 
could use custom palettes for each character. We took the 
opportunity to enhance the look of the characters and give 
them distinctive looks that work better in their environment. 


ee Ce Cee Ue Cte Cire ay tere Cen 
4 Pete COR CEU co tate lott 
H BR) Toh) MCNUTT eS tT 
a OU Rens atROL aC Ba 
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“would follow the player and you would 
CCT mC n Cet Ce sete 
the same time. To deal with this we've 
OCS ace teas coed 








how many monsters you are exposed 





ae PRC t a 
a |. SSM Were you tempted to add anything 
Omen ceneC Cetera 

OU aS CE ce Ones 61a 

to Saturn? 

BO UM CE CET Cent 
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eC ee es ST Ue tte etree Taco 
PrCstet iret eet CC SC eaee eT Re nee e tg 
details? Do you still access them the same way? 
LOBOTOMY We have created original Lobotomy secret levels. 
They wouldn't be very secret if we told you, would they? 


SS et tee tle re tes Cee steer Cert) 
Steere tetas 

LOBOTOMY Other than what has been described regarding 
RAM and monster populations, no compromises were made. 


Se rea CET SOLO TCC ee tee te ert tee rts 
to play, Quake or Duke Nukem? 

aOR Me Lesh eaten es rs aay ted 
NAO B HCE) Roa aa CeCE (sce tae ad 
CNR a Certs ene CeCe ety 
SCHEV Oe Cine eats chen es ae BiCh 
COCR eth CPO tst ccna Ce Ee Cm yee Td 
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US CO ne Cae R CRON te Ont acer 
player, and what kind of environment they like. 





TCU Se UO RCS ECU ae) CUE ty 
after Powerslave (the US name of the game), 


eet eee ere erat eet Ces et Ceeeely 
Po ete Cee eee ee En ee epee Lh Std 
Why? 

LOBOTOMY It is very worthwhile to purchase both games. 
Ca eeR Tee Stes se een eT Cn Log 
different from each other. I know I sound like a broken 
Peo See e sy Oca Ca ENaC ee 7s 
pur RCD WUET Sco Re am tee tbs te See 
Pita oC ete eae Cle TELL eee 
want both games to unlock it the easy way. 


Os eR Ee hee CEC te esta 
Sees re tes teat 

BAe) Teste) SMO MOLE Ca ee Otsu me L ets 
eC Ot aey etna e re sce 
One eC Scenes Coma sc rnearnree 

DO ES Tee ae em eCB toc aks 
see CR SB cy tet ee Pee e hai CE mi 
polygonal elements and collision issues in the SlaveDriver 
Osh dee eis e eam Che MCRL 
EC RU sa Mit 3) metodo 


ES OPES re Cece ea tert Cees Cee tty 
further Saturn games? 

LOBOTOMY At this point we do not have any plans to do so. 
OAS Bec tease) aa rs ROR Ld 
with Sega in the future, and we are developing new technolo- 
gies that could work well with any supposed new develop- 
SNe eT Cee eo dsb btLe 


SUS CRE CCR eB Olea ey 
Tank hidden game? 

Sh) eae Ra CeCe nT esc rsctan a Tera 
Benn Grater Ost Rests 
through the approval process of Exhumed. One year later, 
Death Tank has matured into an incredibly addicting 

RG eae Own trtl etc etn recom ceca cd 
Psa CR Se) CN meee ss ce 
PCRs n ua as ete Cotte 


Poe Crm Cte eet cet eer Ces ert te 
LOBOTOMY The basic game that was hidden 
in Powerslave and 1999 (these are the 
BTS as Cee bale ete 

Pe Cae tee en BCU ntet 

markets - Rich) was completed ina 
couple months, 





‘ { 





SSM And is it true that Death Tank was banned 
SoM teeta eee asd 
Career 

RD Cea ORE Ca CS BCS Centon 
Pra CNR Cn Soe BTC ts CnuClsnt-etd 


wre 











Pe Cee CO Uta e tte hg 
ease CENT 
PCOS RC eather st 
esa Canta terre 


UG CR os Beg 
eee na Ori tect 
LOBOTOMY One of the beautiful 
SCRE LOS wey sc c 
Pye e rece Cr leth eater BCs 
OCMC UCR 8d 
even and fair. We will often have a 
Proce enCarta teva eur 
we are all fairly equal in skill. 
With the bonus weapons there is 
the opportunity for a struggling player to catch-up, and 
ROTC Cunt ane mEny 
POCO Shree CCOe te mop smu CCee Cr 
Pus SCE a eC mentee sets 
aCe ee Rce at ee ERC ICS 
ea aPC aeRO Naa Cate ns ts 





{ 6, eta C avert 


SSM What one Death Tank tactic would you 
Ca ee yee CeCe Etre 
LOBOTOMY A very important tactic that 
requires considerable skill, is using MIRVs in a 
pesca na ete Bullies Reber e ie intl 
projectile. When the projectile reaches the apex of its flight, it 
eRe reser ECO Ce Sis esc rey 
PSs soca Ce (ens) 
SB etc Reem Brn sae rhe titg 
ORS ae te Ne sey face ted 
Oe eather 
player will manoeuvre their tank 
nesta ectre es Cusae sl etd 
OER NSTC Reeth 
BOM nan Gk) acs chts 
Pe See Sas aT! 
Perera sco ets 
Pear C RC Ven ett hearts 
through narrow hillsides. It's 
Sn Gnsn crass) svg 
Dy Cs cCNe tare ead 
the way, or the MIRV may hit 





g 
UR eT 
appeared in the US and 
ROR 
a Lc 
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Poca set Cagetattty 
BO eh Bia tren ry BRUTE ACE TCS 
also very useful for digging out 
special weapons buried in the 
landscape (shoot the MIRV straight 
up and get out of the way). Both of 
Cea OM UCC e SCLC sg 
ene ee SCN ce CaCl cs 
ie SHER na stan 


SOS ECS c vac ac nits 
POU BeUP Sete es bse ty 
release? 

LOBOTOMY With Death Tank we 
intentionally designed it with a 
retro 80s look and feel. Even the sound effects are reminiscent 
of the Atari 2600 tanks. Modern commercial games require 
PRON ea Cen Re Eco seent ett tae a kenny 
AC URT SOUS Sub BCL es Ceres 
for the modern market, we will consider doing so for an 
interested publisher. 





eT Se 
eC UR a 
SUC ORCC 


SSM How many people work for Lobotomy these days, and 
how many of those were working on the Duke and Quake 
eC ee tee Crete Cece ee tree 
BoE RCE lated 

tT) aCe oC RE Tsetse seen ciog 
Quake. One of those five could be considered as being on both 
Oe Ce Ene ncn acre ancT 
pC are 


CUMS ey ett a ete et korea tend 
PEC at tect Sorters 

eo Al Mere ie Race Cncy ean sera’ 
Reenter CRCeS a ee C ETI 
ECR ean eee eC TC og S 
quite a few rounds with the new version of Death 
Pe en oe Cee Reta tras 
Pe CURS mee eam] 
Ener a LCR CROC CE aT a 


ee Cee CCC tray 
Exhumed didn’t appear to run as 
BOC eects tct een | 
much was changed. What reasons were behind this? 
ToT eae Corte ma meter cta tan en | 


UCT CUR RCCL aE) 
BAIS CUES TS Cee) 
named after our own Dan 
Jevons. Details next issue! 


STUBS USL LLY 












mind and the levels were not well suited to the PSX technolo- 
gy we had developed. Thus we re-designed the PSX levels to 
US Reese Cosh Chee CR Ce Cot BUCO 
Ceo ea he ROC RC BUCY Rm CET em ocs meets 
didn’t get done due to time pressures. Overall, the PSX version 
Pret Mase oe TCO COc ete tats 
person action game for the system. Some like it better than 
the Saturn version and others do not. There have been so 
many changes to the design that it is practically a different 
PCE Ouest Rests 


SSM All of your games so far have been 3D corridor shoot ‘em 
CR OS ee Cec ert cea ces 
ete eCe ec tere tree ernest 

Re) Tete) ACER t ete CRs TeV ees eta tc 
ECSU SMC Etre ECO om ed 
PUIG SEC Esa tC mutta CeTcrnt nari 
3D and fast action third person. We feel our greatest 
Ree She etn CeCe ns ttt airy 
CONC Ms nC RC tsnt eck ats comt tee eect! 
oO ata eR RU eC SENET Cate! 
products in those genres. We'll stick to what we know for 
now, and surprise you every once in a while with Lobotomy 
Cea Uae erates 


SNES Corse es ECR Cet ere Cere tty 
COE Esto tg 

LOBOTOMY Domination isn’t that important, quality games are 
Cuan CRE EB Cnet rte tec) 
Dae UCR ACSC R Sh asia nt lee Ctc tnd 
Saag Roe Oe Conn ESC BERS CEs: Cas sae ta 
POs Cen sc OMS Th Ratseacrs: Clty en rsnts 
Wat CeCe ECE nee RTs Cea eae nett Tatty 
Put atunsech caste ctr en 


SSM How about a Lobotomy designed Quake 
| 7 y i Potter Bt at Beret nets 
; be reve) Laat one CM SCE SI San a 
Cee CeCe Tee re aoe 
SIEM BU a See te ori to ti <c1.) 
Pa Bu ven seoot ety ad 
Pr TASC Ln auth 
Ce ots R ROL GE Cee uc TC 
eC a ER By at Ment CR ete Reco aed 
ce on Cs On eT Cres UC CEE cece 
ECE CCME Tost S Co ceancy oe CuCa ae tials 
MS Oe OSTEO eMC Roost ears 
CONC On rhe Ret Cen Oar aunicecttaisitag 
Done Reece ene trees sunt e 
ty a huge THANK YOU for all of the support. That is one reason 
SO ATR RC UCC eB Et Ce teen CENT | 
why we wanted to properly support PAL in Duke and Quake. 





Death Tank 


he most incredible thing is, this game is free. It was 

a present for being clever enough to locate all of the 

team dolls in the American and Japanese versions of 

Exhumed, but as the PAL version was released first, 
Lobotomy didn’t have time to include Death Tank in the UK 
release. But don’t worry, when you buy yourself a copy of Saturn 
Duke Nukem you find the full six-player version of Death Tank 
hidden away on the disc! 





HOW DOI FIND IT THEN? 

Death Tank will appear as an option when you complete Duke 
Nukem, but there’s a catch - the game takes a look at your: 
Saturn’s memory to see if there are any saved positions for either 
Exhumed or Quake (Lobotomy’s two other Saturn games), and if 
there are, Death Tank is then selectable! That's the only way to 
access it we're afraid to say, which is probably one of the cheeki- 
est (and best) ways for Lobotomy to promote their other games. 
So, assuming that Exhumed is already in, your games collection, 
six-player action is go! 


SEVEN PLAYERS? ALL AT THE SAME TIME? 
Joypads! We need more joypads! Even our dodgy analogue pad 
that doesn’t work properly was in demand, as Death Tank 
fever ripped through the office. The rules are simple - even a 
small child could swiftly become a military expert - games 
take place over five, ten or 15 individual rounds, the left and 
right shift buttons trundle tanks across the screen, the D-pad 








That enormous great cloud is the last remnants of an enormous Nuke fired by 
the red tank. Death Tank is the BEST multitap game you can buy! 


a 





moves the targeting arrow, the A button fires and the B and C 
buttons toggle between weapons, while the X, Y and Z buttons 
fire some of the more advanced weaponry. All of the weapons 
leave a vapour trail in the air showing their trajectory, so 
players need to quickly adjust the length and angle of the 
target arrow to hit their opponents, with about four hits 
needed to destroy a tank. Sounds simple eh? Well it is, until 
you start to play around with the weapons... 


These pics are from original 
Death Tank... the version with 
Duke Nukem is the enhanced 
Death Tank Zwei with seven- 
player action! 


THE WEAPONS? 

Everybody has a standard canon with unlimited 
ammo, and players are given cash bonuses for 
winning and destroying opponents - cash which 
can then be spent in the between level shop on no 
less than 12 different weapons! Icons are displayed 
at the top of the screen to show which weapon is 
selected during the game - Nukes and Rolling Mines 
are the favoured choices here at SSM, but some of 
the more exotic hardware like the MIRV, Air Strike 
and the Death’s Head are well worth checking out. 
Experimentation is the key to victory. Oh... look out 
for the shining objects hidden in the landscape - 
collect them for hidden weapons! 


ANYTHING ELSE WE SHOULD KNOW? 
Loads. Watch out for some aeroplanes that random- 
ly appear at the start of a round - they drop little 
parachutes that carry extra credits to be spent on 
weapons. There’s also another random feature as 
well - the awesome Blitz round! Usually it takesia 
few seconds for your tank to reload and fire 
another shot, but when a blitz round randomly pops up, tanks 
can fire their standard canons constantly, which makes for the 
most frantic and intense battle imaginable! 

The scenery is important as well - tanks are dropped in 
random positions at the start, and a lucky start 
point helps a great deal, although expert players 
make their own luck by using the Hover Coils and 
Jump Jets and flying to a better position! Oh and 
as you. can see from the pics, the landscape takes 
a hammering from the weapons as well - Nukes 
leave massive craters, and Air Strikes level most 
ofithe screen! 

Death Tank is basically one of the finest multi- 
player games ever created, and Lobotomy are 
giving it away! It’s an outrage! 


ans 





The screen above is the 
weapons shop which appears 
at-the end of each round. 
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arvel Super Villains! 
Se uate ae" 


ca re Can 6 a roster. 
Thats is an awesome char af y yourself for Doctor Boom ans al mut 


acter - providing you have a 
big store of Infinity Gems! 
Otherwise, go for Doom. 
for Marvel Super Heroes’ two end-game characters: 
Doctor Doom and Thanos! Oh and Anita from 
Darkstalkers too! These guys are seriously powerful - 
a Doom vs Doom confrontation is frankly astounding. We kid 
you not! 

There's just one thing you need to do before you start with 
these codes - and that is simply to complete the game with default 
option settings. That means you power-up Marvel Super Heroes, 
make sure the difficulty is set to four stars then instantly go back to 
Arcade Mode and get playing! Complete the game with one credit 
and the path is open for you to “be” Doom or Thanos. Additionally, 
once you have “been” them, use the back-up option to save off your 
game data. This allows you to “be” them again without having to go 
through the above hassle. Additionally, once you've done this, you 
can then access Doom and Thanos on the shortcut screen, meaning 





pe REE os 





Although she has no ending, 
Anita’s character artwork is 
pretty cool. The shortcut screen ~ with bosses! This saves a lot of fiddling about. that no boss code is required thereafter! 
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DOCTOR DOOM 

Born to a gypsy father and sorceress mother, 
Doom’s life was rent asunder when his father was 
murdered by a Latverian baron (his mother having 
died in a satanic ritual years earlier). Realising that 
POWER was the key to imposing his will on the 
world, Doom became the master of both science 
and sorcery. Adopting his trademark mask visage 
after a horrible accident, Doctor Doom was born. 





You can’t really beat a victory 
pose like this, can you? 


This guy is just plain mad. There's no escaping 

the fact. He’s cheated death and indeed fell in 

love with her and now intends to curry favour 
with her by annihilating every lifeform in the uni- 
verse. He's already wiped out half of the cosmos - hence 
the super hero assault on his person. When you actual- 
ly ARE Thanos you can choose one of two different end- 


Thanos’s “super for every 
gem” in effect right here. 





i 


; 3] 
A 


a ay 


ANITA 

Say hello to the most bizarre character you've ever seen in any 
Capcom Marvel game. These titles specialise in enormous sprites, 
so when you first clap eyes on Anita you're likely to be quite sur- 
prised - she’s absolutely tiny! 

Anita has the power to summon forth demons in her attacks 
(which basically boil down to Dragon Punch and reverse Dragon 
moves with the punch button) - one of which is Gouki himself! Not 
bad eh? 

What's really cool about Anita is her devastating combination 


74 hits! We've managed to get 
98 with Anita’s incredible 
Super move! 














There has always been the implication in the comics that 
Doom’s armour is more powerful than Iron Man’s, and here’s 
where you get that confirmed. In Marvel Super Heroes, Doom’s 
range of weaponry and combination attacks is frankly fright- 

ening. In human hands, MSH Doom can easily take down 
everyone else - even Thanos. 
TO ACCESS DOOM: Once you've completed the game, go to. 
character select and press DOWN, DOWN, A, B, C then press and 
hold any attack button. The code needs to be entered quickly. 


ings: the universal domination ending or alternatively something 
else... As a character, Thanos is absurdly powerful, as you might 
imagine. However, whereas Doctor Doom’s special moves make 
him all-powerful, Thanos sticks to his Infinity Attacks. Every gem. 
he uses produces a different, incredibly Infinity Attack... 
TO ACCESS THANOS: Once you've completed the game, go to 
the character select screen and press UP, UP, X, Y,Z then press and 


“® hold any attack button. Enter the code very quickly! 


potential. Like Gouki, just about any attack can be instantly 
chained into another! He doesn’t attack physically. Instead she just 
directs her demons or moves her floating sword about! Anita’s 
Infinity Move is frankly senses-shattering... we've achieved a 
record 98 hits with it! 

TO ACCESS ANITA: Once you've completed the game, go to the 
character select screen and press UP, RIGHT, DOWN, LEFT, UP, RIGHT, 
DOWN, LEFT then hold down UP. Now press, X, X and Y together, 
then X, Y and Z together! Awesome! 
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“They're 


ff FOUR 


he start!” 


ie fa = 


ncreating Sega Touring Car Championship, AM 
Annex have succeeded where others have failed - 
by making touring car motor sport look exciting. 
It’s not you see. It is in fact a sport dominated by 
Formula One down-and-outs and wannabe boy racers, dri- 
ving boring production vehicles around dull country cir- 
cuits at a pretty modest rate of knots. Yawn. If that’s 
what you want from a video game based on the series, 
Codemasters have just the thing wending its 
merry way to the PlayStation soon. However, if 
it’s full-on, in yer face, high-speed thrills ‘n’ 


spills you're after, the likes of which you'd never 
get from an official license, Sega Touring Car 
Championship has the lot. It's as simple as that. 
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The clipping in the split- 
SR EU 
SO CUR UL 
PCC eg 
TR cea 


SO WHAT’S NEW? 

Sie eC eC eens Ute) eels Ketan ss sce 
Dye MCh ero B i eB TB Cae ait h 
Sega of Europe are receiving more complete versions every 
other day! Here at SEGA SATURN MAGAZINE, we've managed 
Pe tate CRs e Ce ae she ects asa g 
PEN RSC at ue ers es ia itasc ta a 

Pa EN smite TE Bc tea ume ae) ele ato 
we'll have more on this awesome title next month, as well as 
bea DIB ou ts 


ES DA gle ae 270838 Co) Sep eL 
SNC cesar Coen eee teen eect 
RS Oe SOMOS nT Leta Meare! 
match for that of Sega Rally. Whilst a slight drop in track side 
CO MERE onmenCcrc Rome) Sureet sce Cet hat 
frame rate remains the same as in the standard one-player game. 
The CS Team have also been keen to incorporate plenty of 
RCM es Ce nen Ons Cotas) ete oe Cb ti 
PION Rae Cent ace CteeT 
PEUSnETis CRs VAC ea CRTC nC erento 
PENT B Tet la eMp EN cette Cocteau Keys) Legare a mG) 
Cool tt Bec ms CR CCH CIMT Raita eee) 
PeCEnunc Cea acremt tere nena meta 
for handicapping, with a slower car boost now in place, 
increasing the speed of the trailing car, making catching up 
BBR BCR ame C Become (oct me (eRe aa 
RCE a Ce Cnn eC ece cei ete tt? 
other. Get it? A second handicap feature has also been includ- 
COROT CeCe RCC Ce enced (sat ees oe 





ACR SRR a 
CE OR CUS MC 
SCE e Lae 
selectable from the start. 










BUC Ue ey 
players to tamper with the 
UU a 
POUR UomL 
Eo 
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edly superior second player, who then has to make up that 
POUL OCk nt Cec mu ent athy osm Ce aris 
more spectacular. Cool or what? 


CUSTOMIZABLE CARS 
PTT aR maslee ute coir ee Ul lo at tet es (uN 
of Touring Car, is that the handling of the cars was a tad too real- 
SESS Le CV oc Loi wuomeymeusta shit pelclai enw eco 
PES seal Recla a Re lean iob ome er laren Cet 
CRM KB Bhat eE Bel cia ear Me tae) leo mT la 
ing players to adjust the car set-up to suit their own driving style. 
Players are able to tamper with the steering for example, 
Ericastee ome nc satan co mit eerceateetcns Cas 
PSM CSCS TCO es aR CT Est Tom Cte pnt 
DRC u ECCT Cor eliCe- Cetin ga CerCittg ya 
toy Bema Rod bl emo e ag eee aCe aco) 
the track better, making for easier cornering, but deteriorate 
PUM DOMME sels) bmi tcemae yu yon be om tome se ts 
Roe B ee NCB crate) Ld BCE Ciel) Mele C lasted 
ES Debs me Jud B CMON eee etre BCR Ob ute 
FUE ae S ene HUBS Cl Ruut medal t Bis 
Dy ieee ae lca ee mail ketm 


ELIMINATE THE BLIND SPOT 

OSC RSC coma Cente a Te cece 
eS cS LCR CR leo Beau m tee aM vied 
ECR otc) kos came ne CN epechlete aac 
Pe aR ane Ra rsne sama Te Rte y ett 
le R elem Kel et Meme momen oe Veh meC 
game, it really is more of a necessity than a luxury, and as such 
RCMB Buc CBia Sule e smu Branch metstg 
nee Rene eee eee Cert ensa tren attr 
Semen ect a matted shea crag 
DU omen prncsec Butane Ceo lace 





BUG ee RU CUE LC LU ee CST a 


an 


UU UVSC 





oe) 
Cae 3] 


SCR) Sth eRe ewan cert ns 
AEs RC oe Cera vice 
Country Circuit, a high-speed course which 
CNC Cesc Cem ern sne Coe) 
wide track, a long home straight and gradual 
flowing corners make it the ideal track for 

Biteh seo CR tel Rte em Rela omic he 
Beene ie eam tec en wine 
ally the darkened area of the track), shaving pre- 
Bre Gnamse een CRs attract net Coe 
with the remaining three races, round one kicks 
off with a Daytona-style rolling start, allowing 
players to attain top speed down the home 
ecu a Lele bast een Bsc eae ons 
POC BureeUlim ysis me CUbie ten m gC 
Coes CCM SCR t hme ae ae BETTE 
sei ae oR CBr bre ec Hsia 
SRM meee Maca saree Bt La scta dg 
side grandstand. 





Heading into the first bend, players ought to stick to the dark 
area of track, commonly referred to as the racing line. 





DECOR UU Ge ee a 
EU RUC Cu 





aeRO ee eae OCR UCU Le 
PU RUG TS Cae 





The combination of a wide 
POE UCR ee Ut 
straight make the Country 
Poe UC Ur De 
DO CE a Oy 
CRC RULE Ue 
SU ca 





To give you a rough idea of how fast the game 
PR CCC CNS DOP e 





o le rf 
UU COU ok 
with valuable seconds being lost by those who fail to get it right. 
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LAP TIME 


' 
The Grun Walt Circuit is another pedal-to-the- ve i] 00 2722. 
Eee es ean cme EN see OU ne 
RCM essa eee cee U CeCe R ass tR Ue 
the huge start/finish straight, providing players 
with plenty of opportunity to make up a few 
EEE ce shee Open tad Cae 
BUC OC CICE Taste macotcatie CCE BCs 
OW Crt Reems et mitre rte CR Cee 
allowing players to take in the pretty mountain- 
CiCiess mi Stata ace bet Coban Coe ta 
hour. However, the trademark tricky final corner 
Neves On a CRT Tmt Conte Cor ae 
phat Br ie eu Mer tee (cds Ce aac heb myn eit 
finish straight, using the rear-view mirror to fend 
off any unwelcome advances. Finishing in the top 
few places is essential for players wishing to 
unlock the hidden circuit, as every second counts 
towards the overall time. 





Be Ur a Ue REC 
COU CLCU ECCoe Ue a ae 








Se UU CSET CR ce 
ENCORE ae 
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BUCO CRN CROC UUUCEC UT es CLA 
DOU USE UG 





DRO UU UU SEU ad 
Be eee Ue ee Ld 
De ROO SC 










Oe OR UCR Dea 
Fae U aCe 
PO ue eR) 
EU OR Ut WO 



























BUNGE ee aM te imate nepali ly 
Po crr maw lel ett cele crdcod tame wa (ou 
Tee B CR Cea Nau echo 
graphical prowess. Densely packed buildings and all 
SULT a asi Le Taian e Rakatcaltieau iad 
Rete metic Me Dor Rea aR eB TD 
Baeble BC ream v Kee Bice RR istic 
Ride Cte oe ey Cm Col ea clee clits 
players into the rather short home straight at a pal- 
try 145 kph, before building up speed around the 
flowing few turns before facing two nightmarish 
ane ENC CCm NC Na Crete Batis eta 
CaM MCS CR CeCe EI tctetcs Cac tg 
oS Chica Mime aoe Buc (itd 
simpler than when using the standard digital pad. 
The middle section of the circuit then settles down 
into a fairly easy jaunt under the flyovers and 
ByatelCrmate Reuheeta qr pic tig yr R Lue WCC este) 
the finish straight gives you a nasty wake-up call. 





ees 


Ue RO Cero ULC 
BRAC OCU DoT OCoe 





URE Ee OO SU UC eee es nas (Cc SRO en CE Cena CCU Sh UCR UR Coes 


SS UL V4) a) 






















Players who have accumulated the best overall time 
Ba AOR IER CM (esis 
Sette Tp ltr Meme eo e tlc haeeMObe Te 
Ceram p Come cla alee ya tc B rime 
arcade version of Touring Car, but the rock-hard dif- 
eng eacran ns cup vera ates 
PR pals w CV eB CCB RV cos (Mo cma 
lt Mss tM etcartaveco CR CV eBid (es) lepaatbr a 
SB asec eum ee aC (oe MBatimoee tC 
being cast aside in favour of the rather less forgiv- 
RCO T RAC Carnac 
BUN Sete B acl Opes mero tiaaiag 
ecco yet Roel onan eas Cle ag 
straights and ultra-tight bends. Perseverance is 
Beeb t ce Bi Nae E teem te CVO Roe Cod 
cessful, with a special surprise awaiting those who 
complete the Urban Circuit in first place. 


CES UR CURA On SCORE LL 
there however, is a different matter entirely. 






RU RCCL oe 
BCU Ue RO 
RE RUC 
Dao 


CSS vb a 























NR Ae 


PCA caval eE Moot) (Re sul ste eT Coe 
first took a sneak look at Sega Touring Car 
Championship, the programmers were keen to 
peace CRC aT laetey Lette Lat eC 
humanly possible. Up until now, details of what 
Bena mores CeR RC B ENC RL Le 
Rem Renee gens con cers 
OOO eC ey ROR uate bead 
of the CS Teams efforts can now be seen, with an 
all-new Saturn track now firmly etched in the latest 
CLOWN Ma eo a Rares ssa Coe TTC Cen 
Deca neo Cece ace mats 
PRCA en ae dalam ROE CV aac etd 
BUC Tec Bice Cer br yh mela miu Lacey 
eos Or Riser ee CECE BI Td 
CRU Mae eM CBCHON BRR iced 
Ree COM SOB ce sO ENR 
Peep uC Roa CB UE NAB Cara ld 








The new Saturn track is similar to the Country Circuit, with fast straights and few challenging bends. GET eR Eur DUC UGE COST RRO nie ose nce Oct ccm LO Ct 
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ECOSUN a UR Um C0 CUS UE US UCC Ri 
Bronx should be in the shops and take it from us, this game is incredible! So on with this month's indis- 
pensable Last Bronx guide, detailing all the moves for the final four characters along with a brief look at 
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Game Alias: JOE 

Name: Joe Inagai 

Weapon: Nunchaku 

Age: 23 

Height: 179 cm 

Weight: 76 kg 

Gang: Shinjuku MAD (Riders Team) 
Stage: Dark Rooftop 


As the former second in command of the leg- 
endary Soul Crew posse, Joe is a cool character, 
spiritual-minded and charismatic, naturally 
inspiring confidence and loyalty amongst his = = 
many followers. However, as events transpired ROSIE ESE eC Um LCD PSS IDO US ECO a SLU 
following the sudden and untimely karate chops make him a dangerous opponent at any range. the unparalleled brutality of Last Bronx. 


death of the Soul Crew's leader, 
Joe decided to quit the group. BASIC ATTACKS Peis Aud 





He went on to form the 
Shinjuku Mad gang, 
consisting mainly of ¢—iil 
like-minded riders. 

Joe is a very power- 
ful fighter, who wields 
Nunchuku in his right hand 
whilst delivering powerful 
uppercut blows and devas- 
tating karate chops with 
his left. He’s a particu- 
larly tough character 
once he manages to get 
inside his opponent's guard, 
with some devastating 
throws and body attacks at Pees = 
his disposal. sR OU OO 

Pe ao OS 
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Game Alias: LISA 
Name: Lisa Kusanami 
Weapon: Double Stick 
Age: 17 


Height: 159 cm 

Weight: 45 kg 

Gang: Orchids (Band Team) 
STAGE: Moonlight Garden 


Lisa has been trained by the same sensei who 
taught fellow Last Bronxer Tommy. Whilst his train- 
ing methods are at times harsh, the old sensei is 
too gentle on Lisa, allowing her to become a 
spoiled high school 

prima donna. Lisa moth- =a 
er ran off when she was young, leaving 

her to take out her frustrations on a 

drum kit. In battle, Lisa arms herself 

with a set of Double Sticks, being 

deceptively powerful and 

extremely fast, allowing for 

some incredible multiple-hit 

combinations attacks. 


— y 
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As the youngest fighter in the game, Lisa is deceptively power- 
ful and extremely agile, with a particularly energy-sapping 
Dee eC Os 








CU Cu Onc UL RUE Cum mT 
Japanese boys, AM3 included teenage temptress Lisa in the 
fighter roster, Modelling an incredibly short skirt and a 
Se eC Ce ee 
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Game Alias: NAGI 

Name: Nagi Hojyo 

Weapon: Sai 

Age: 23 

Height: 167.5 cm 

Weight: 52 kg 

Gang: Dogma (Ladies Team) 
Stage: Tears Bridge 


Adhering to “burn your bra” feminist ideals, Nagi 
is the leader of the no-boys-allowed tribe of 
Amazon warriors, Dogma. Noted for their ferocity 
in battle and chilling unapproachability, the 
Dogma posse are feared by their rival factions. 
Being the only daughter of a powerful leader of 
commerce, Nagi has always been treated like a 
princess, explaining the sadistic and 
hysteric streaks which run 
through her character. In fact, 
she’s often referred to as the 
Dangerous Queen and 
even the strongest of 
men feel weak at the 
knees at the 
prospect of 
having to face her wrath. 
In battle, Nagi uses a 
pair of Sais to deadly effect, 
with close-up stabbing and 
parrying movements. In 
addition, her shapely long 
legs allow for some awe- 
some kick combinations and 
add considerably to her effective 
combat range. Also worth a men- 
tion are Nagi’s lesbian tenden- 
cies which she exhibits towards 
the boyish Yoko. Not that we mind of 
course, as long as we can watch 
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Game Alias: ZAIMOKU 

Name: Zaimoku Saburou 
Weapon: Hammer 

Age: 26 

Height: 183 cm. 

Weight: 102 Kg 

Gang: Katsushika Dumpsters 
(Ex-Military Team) 

Stage: Nightmare Island 


Like fellow combatants Yusaku and Joe, the 
mighty Zaimoku was once a member of the Soul 
Crew posse, but left in disgust following the tur- 
moil of their breakup. He has since returned to 
his father’s construction company and matured 
considerably since his wild days in the Soul Crew. 
As such, Zaimoku wants no part of the mysteri- 
ous Red Rum’s tournament. However, fel- 
low workers at the worksite have gotten 
themselves caught up in it, so in the 
interest of self-preservation, 
Zaimoku has formed the 
Katsushika Dumpters. 

Swinging his hammer 
around with deceptive deft- 
ness, Zaimoku is fighting 
purely to preserve the 
safety of himself and that 
of his young co-workers, 
having no interest in the 
struggle for power in Tokyo. 
Using a fighting style 


devised by himself, he spe- 
cialises in using his con- 
siderable power in devas- 
tating throws and body 
slams which send oppo- 
nents reeling in shock. 








DOK+E 





PO eer ne 
OS ee eg ee 
power, with some crushing body slams and weapon-based attacks. 
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Knuckles shoots into the air when he races over a ramp. This cool picture is thanks to the action replay feature 
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‘steps on the Ruins track, but will Amy’s car make it? COT OP SSC UCN CUCU Cn ‘these new racers. Travellers Tales aren’t finished yet either... 
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FIVE’S ADVENTURE IN RACE GAME! 
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Driving her groovy red 
Pera BUS BML ER SLB omnis (melo ala car, Amy is definitely the 
pe Pena eee et ecm reece aston coolest racer in Sonic R. 
POSS a RCC Cc ace ery es tet When her car crosses 


Rema masis Reta ete Cl eS ae Bum tCed some water the wheels 
ETOP Ute Bi sae wae CE BOR CN g fold up, and a propeller 
Deut gee Re om ae tem Ua OTT OEE Ue pops out of the back to 
REV RT yet meee elim ecn ae kee cl M Reh churn up the water, 
Pann tae rete sete tm Cn CROCE Ca See Bt turning the cool little car 
(hold Down and keep pressing any button) to build up into a cool little speed- 
St R a cle Lore Orem lg boat! Pressing the A but- 
CIR aero Maem BET nme Cee) ton makes her wheelie 
Oe eS CC ae ose Cent octe the car onto it’s back 
Be Mo Rei Ble ec (oo ca wheels - essential for 
climbing rough terrain 
00:38 ik and making some 
a0. sneaky turbo starts. Amy 
as a4 accelerates quickly but 
nit é | ‘| 5 7 p< a4 be has a lamentable top 
es st speed - definitely the 
Pe ey character for beginners. 
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ROBOTNIK 
Robotnik’s hover-car easi- 
ly makes him the most 
controllable member of 
the gang - shame he’s so 
damn slow! He does have 
. atrick up his sleeve 
foe h as quick nee =o are mr oe Hele : ch trac though, as pressing the A 

Da Maa bias a aac) five of et v the) \ button shoots bombs out 

ett cncrene a c bi | H at his opposition - typical- 

Bea ma ae he colle¢ ly nasty Robotnik tactics. 

gold coins place : ae " Because he hovers around 

the tracks, Robotnik has 

no problems with water 

and rough terrain, which 

gives some intrigu- 

4 <= = 202245 . ig e's si18) ing possibilities when it 

a ——— nS As i toy \ 1 comes to taking 

Tet en Cam rate Gang short-cuts... 

ovis Cierra een 

Pr cckimrce nach cn scr cnt are) 

POC h ta adap ha oa Chev Ch ev iecd 
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a short-cut across the water, thanks to her car’s folding wheels and propeller! POLO Cr ner tec ert aoe DOR RU LL 
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TAILS P Believe us, these graphics ARE better than 
Anyone who's familiar a PUTCO CRUST Ue 
with the Sonic games PO SSeS ee 

will know Tails’ special ' : 
tactic - he can fly! 
Pressing jump and then 
jump again, he spins 
his two tails and heli- 
copters his way over 
obstacles and tricky 
sections of the track, 
making him a great 
choice if you want to 
cheat! By pressing 
Down on the pad, Tails 
can employ the same Pe CoO UCR ORT ac 
trick as Sonic and Pe COTS RUC Ok Sure io oO Cee 
Knuckles, and roll him- % ( la ‘“ ECSU UEUrS aOR UR Ura Cae 

self into a ball to gain 


extra speed by rolling 


dows snp ble Ae 0:00.00 
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Ee 
Pea Ty 
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MERE ne caye cce Cnn nitaecls 
4 Ta 
KNUCKLES fg. fi Sree etn Pr hae genea ter eetteney et 
Another character with Bice z STUN See CeCe hme eet ae 
flying skills, Knuckles Se anac a de only works onthe first course at the moment, 
can leap off high rays omen tls Coe regi CaconCecooe thst 
ramps and glide back ‘ = actior ee SCM SC Crna races 
down to earth, which : é ' ‘fe eee ae enor 
as you can guess is Cast een aC kod ttc) 
ideal for bypassing : : or i eg SL CeCe oop ic newt 
treacherous sections of é . 7 rie es: Og eatateaie acy emul mec ch 












track. Just like Tails Fe : in off the track to take sneaky 

and Sonic, Knuckles OS OW oe eae sic 
sinks when he falls eared Hext month or so, it looks like Sonic R 
into the water, which ee me , eo nee eC ea eS ang 





slows him down a fair 
bit, so his gliding skills 
come in dead hand 

for avoiding the ciate: sta 00:20.50 
They also give us some - 

great aerial views of 

the stunning scenery! 


SDB auras rte 








Knuckles takes to the air and glides after the other racers, while Amy has a SCR CCL UOC AE ORC OR COMES aL TTT ae TOF 
SO CUS UU CO Cec a Ore UT UCSC Tc SUN ECR CCRC SCC NAC OCMOMStan ECE STI 
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| CRACK TRACKS BY RICHARD JACOUES! 


Sega Europe's crack musician Richard Jacques is the man responsible for the excellent music and 
es Cun SR eR RO Uae ea SNE Cle we Br Coa CRE Ss obe Bg 
CU te ea Cha Bree Orc hae 


SCC Rau Clig 
with this project begin? 
ENCE Ly 
SACU Mu eects 
DCR UT Rae Ca LE aos 
et Rae ey eeu RCL eels 
RUC ee CLA) 
working on the project in May, 
PU CLC aE RR Rete 
song as a theme tune to be used in 
Reh eee) 
song called “Super Sonic Racing” 
PRE RR ee 
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Pt Remar eal 
really works with the game, and 
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Ce ROL CRUE Cee 
OU) 
ato 


Richard gets paid for sitting in a dark room and Pn EO STU ee oe 
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ful voice, and the style of her voice 
ee aaa le ee ey ca eC 
RD Au ULL) 
with many well known artists such 
Ereee Ter sa UCL RMaeL) 
SURO MSc LC RuCl gd 
CERNE ORs UC 
about the project, and I’m delight- 
RR CROCS 
easy to work with, and | think peo- 
MEME cok eeu e) 

ETT Teoh [el (aoe 


SSM Who wrote the ‘interesting’ 
PUT UE a CCee nord 
Meta ctd 

RJ I'm afraid that I’m responsible! 
OT Teeth) MCT 
Pet Aen CLS 
ROR ane Ue a) 
aU Rom Ree 
Rue ac ee aD 
eT ere i Le Loe) 
SUN Se MRO oR Le 
few times, then they can choose 
mura 


PSR CRU er Ca 
Sega Europe's offices? 

RJ Not entirely. | wrote the tracks 
ELT Meme ere ace St) 
Digital Studio, then in the second 
half of August we went to 
OTS eC LEESON Rel Lu oad 
DMN Lae Oe Loe 
and it’s where many top artists 
ele Rm OU melee RS 
vocals in seven days, then spent 
another seven days mixing and pro- 
CTT Ue Ce 
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RRR Ea Re Ug 
I'm just working on the sound 
effects for the game. 
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CR Rel Ae: tie 
helping with the commentary, and | 
have provided some European style 
Crs eh ae CR Ol eee eo) 
produced one track for Saturn 
Brn aero 


SSM What will you be doing after 
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in the office... thanks Rich, enjoy 
Perr} 
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EL oorvsim—— SIM 
1-2 
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I know what you're 
thinking. Another soccer 
game hastily cobbled 
together to cash-in on 
the euphoria surrounding 
the kick-off of the ’98 
football season. WRONG. 
This is Sega Worldwide 
Soccer ’98, contender for 
best footy game ever! 





A One of the coolest features of SWWS ’98 is the excellent 
replay feature, allowing players to view a goal from a multitude 
of differing camera angles and ridicule their opponents. 





A The graphics on this game are just untouchable. 
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ootball, they say, is a funny old game. 

Yeah right. Try telling that to Moldova, 

whom at the time of writing have just got 

their collective arses kicked all over 
Wembley. And what about poor Alan Shearer hobbling 
around on crutches, do you think he’s laughing? Or 
Bruce Grobbelaar and Hans Segers, battling to over- 
come match-rigging allegations, do you think they con- 
sider football to be funny? Exactly, it’s not funny at all. 
In fact, it’s deadly serious. As are we when we point 
out that for serious football fans, there’s only one footy 
game you need in your collection - Sega Worldwide 
Soccer ’98. Allow me to explain. 

Last year’s Worldwide Soccer '97 came in for a bit 
of stick upon its release, despite being the most ram- 
pantly playable football game ever. Lack of Premiership 
team and player listings, ridiculous goalkeeper Al and 
repetitive commentary were enough to send droves of 
Saturn owners into the arms of FIFA 'g7, despite our 








heartfelt pleas to the contrary. The sequel arrives with 
the promise of rectifying these shortcomings, but the 
question remains, does it deliver? Well, the answer is 
yes and no. 








Certainly the same 
attributes which con- 
tributed to the success of 
last year’s game are pre- 
sent in the sequel. The 
most striking of these 
being the awesome 
graphics, which though almost identical to the ‘97 edi- 
tion, albeit with a few minor tweaks, remain unchal- 
lenged by its competitors. Each of the players for exam- 
ple, exhibit a painstaking amount of detail, but it's 
when you see them in action that you truly appreciate 
how cool this game is. The player animation is incredi- 


Such is the vast popularity of football sims, that every 
other month or so the SSM office is adorned with anoth- 
er invariably crap football offering, which is somewhat 
confusing for your average Johnny Gamer. So here’s a 
look at this year’s contenders for your hard-earned cash. 


ACTUA SOCCER: CLUB EDITION 

Basically Euro ’’96 with Premiership teams, Gremlin have 
done little to improve over their mediocre European 
Championship cash-in. A few new gameplay options are 
present, but the untidy graphics, sluggish frame rate and 
restrictive controls remain the same. Like EA, Gremlin are 
about to unleash an updated 98 version of the game, in 
the form of Actua Soccer 2, although just when it will 
teach the Saturn remains a mystery. 


OVERALL 70% 





THIS YEAR’S CONTENDERS 





A You still get all the old fictional names from SWWS '97 
in national sides. Spot the old SSM crew in there! 


4 “Shearaaahh!” - as we like to call him. 





Faster, tighter gameplay Makes this a joy to play! 


Worldwide’s back, better than ever! creat stuff... 


ble, with every flick, jump and tackle looking incredibly 
realistic, as opposed to the sad, jaundice-suffering play- 
ers featured in similar titles. 

Besides being the most visually pleasing soccer 
game available, SWWS '98 is a damn sight more 


playable too. The game logic is superb, with players >> 


FIFA ’97 
After the debacle of FIFA ’96, we were beginning to 
think EA’s established series had run its course. And 
we were right, as FIFA ’g7 ably demonstrates. Yeah, 
it’s got the Premiership teams, “virtual stadiums” and 
even John Motson, but the game logic leaves a lot to 
be desired, as does the jerky frame rate, the dodgy 
player animation and the snail-paced action. EA are 
predicting a return to form with their '98 edition, but 
didn’t they say that last time? 

OVERALL 68% 






SEGA WORLDWIDE SOCCER ’98 

By far and away the best football game ever. We 
find it difficult to find fault with Sega’s latest offer- 
ing, comprehensively out-quaffing all the opposi- 
tion. The silky-smooth frame rate, excellent player 
animation, decent artificial intelligence, excellent 
commentary by Gary Bloom and Jack Charlton and 
all the official Premiership nonsense culminate in a 
explosive footy package. Buy ten copies (if you 
don’t own the 97 edition). 


OVERALL 94% 
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A The animation on Worldwide remains untouchable. 


V That’s SSM’s Nick. No really, it is. 


>> moving and reacting realistically to each others’ move- 


te Cel Brom tial 


The big news in Sega Worldwide Soccer ’98 is 
undoubtedly the inclusion of Premiership teams. So 
how close to reality have Sega got? The good news 
(actually the great news) is that the teams do seem to 
be close to the real deal in terms of tactics, strengths 
and weaknesses. It's also the closest game visually. 
However, SWWS '98 isn’t perfect. Some of the player 
colours are wrong (Schmichael’s hair is brown, 


Beckham's is black just for starters... oh and that’s a 
great wig Frank LeBoeuf is sporting) and the numbers 
on the shirts are also fraught with error. It’s a shame 
that Sega didn’t get this completely right - in fact, 


considering it’s such a major selling point it does 
seem to us to be... well, lazy. What is also a irritat- 
ing is that unlike FIFA, the International teams still 
have the oddball players including Sega personnel 
and even circa-1996 SSM journalists... 


‘74 SEGA SATURN MAGAZINE 


ments, adapting to the infinitely variable situation as 
you might expect from a proper game of the popular 
grass sport. Just like their real-life counterparts, players 
are prone to the odd goal-mouth scramble, violent 
tackles and outlandish goals, adding to the spontaneity 
and realism of the game. 

Sounds pretty much like last year’s game doesn't it? 
So what's new for '98? Well, it’s clear that Sega have 
made a serious attempt to redress the criticisms levelled 
at the '97 edition, with fairly mixed results. For starters, 
SWWS '98 boasts the most up-to-date Premiership team 
and player listings of a football game this year, making 
the likes of FIFA ’97 and Actua Soccer largely obsolete. 
This gives the game a real sense of authenticity which 
was sadly lacking in last year’s rendition, heightened fur- 
ther by the programmers meticulous attention to detail. 
Rather than just carrying the real player names, Sega 


have attempted to represent each of the players correctly 
in terms of hair and skin colour, further adding to the 
realism of the proceedings. So as you'd expect, Les 
Ferdinand is black, Alan Shearer is white and even Vialli is 
bald! There is the occasional slip-up however, | don’t ever 
recall Peter Schmichael having brown hair, but the overall 
impression is very realistic indeed. 

In fact, realism is a theme which is rife in SWWS 
‘98, with Sega reenlisting the services of Football Italia’s 
Gary Bloom to provide the commentary for the sequel, in 
addition to unintentionally hilarious guest comments 
from Jack Charlton. In all, about three times as much 
commentary has been recorded in an attempt to tackle 
the repetition problems encountered in last year’s game. 
To an extent this works, but we came away a tad disap- 
pointed with the new commentary. Considering all the 
Premiership teams and player names have been incorpo- 
rated into SWWS '98, we would have expected the com- 





mentary to make spe- 


- a 5 
owe if you lack a soccer game, Worldwide ’98 rules! 


“and Shearer breaks 
through Man United's 





horrified to hear “and 

he breaks through the opposition’s defence...” and other 
such general statements. We presume this is to prevent 
the slow CD loading times more specific commentary 
would necessitate, but is a shame nevertheless. 

So what about the goalkeeper Al, do they still let 
in outlandishly ridiculous shots? Surely Sega have 
sorted that one out. Well, not really. Whilst an 
attempt has been made to rework the ‘keeper Al, we 
soon discovered that the same cheesy techniques 
which guaranteed a goal in the prequel, work just as 
well in this year's '98 edition. 

Whilst this makes for more exciting high-scoring 
matches, it’s doubtless something which wil irritate 
those dissatisfied with the keeper Al of SWWS 97. 

Overall though, we came away very impressed with 
Sega Worldwide Soccer ’98. The allure of all the official 









A Take a look at the accompanying close-up shot and the 
painstaking level of detail the crack programming team have 
incorporated onto each of the players becomes apparent. Even 
more remarkable is seeing them in motion, with the player ani- 
mation being incredibly realistic, unlike certain other footy 
titles which boast claims of “revolutionary motion capture 
techniques”. Yeah right. 





But is this ENOUGH Of leap over the ’97 edition? 


Premiership stuff, combined with unrivalled gameplay 
should prove too much for most footy fans to resist. 
However, | would like to voice one small concern, which 
is that despite the welcome additions Sega have includ- 
ed, there's little to justify purchasing this game if you 
already own the 'g7 edition. Sure, it has all the current 
Premiership sides and players, but at the end of the day, 
it plays virtually identically to the prequel. 





A Worldwide ’98 is clearly the football simulation of choice 
for Saturn owners. It’s a monumental achievement. 


Realistic players, a super-smooth frame rate, excellent player 
PE animation and cool virtual stadiums, SWWS "98 is just ace! 


nT) Excellent non-repetitious commentary courtesy of Gary Bloom 
and Jack Chariton, some awesome roaring crowd samples. 


eS 


EEL TA 


Ta 


SWWS '98 has remarkably intuitive controls, loads of moves to 
master and decent enough artificial intelligence. 


All the Premiership and international sides are present, plus a 
comprehensive range of options and an uncanny addictiveness. 


Worldwide remains as brilliant as ever it was and the Premiership 
teams are cool. The only criticism we have with it is that it’s not 
different enough to warrant purchase if you own the ’97 edition. 
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EL american roorpau FOOTBALL 
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1-4 
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It was over five years ago 
that the first John 
Madden game appeared 
on the Megadrive, 
followed by the ace 
sequel Madden ‘gz. 
Which was followed by 
the ace sequel Madden 
‘93. Which was followed 
by the ace sequel Madden 
‘94. See the pattern? 


a 
| 
one 








gla un 


Okay then, here we go - time for the annual expla- 
nation of the rules of American football. Two teams 
have to score touchdowns by moving the ball into 
the opponents end-zone. They have four attempts 
(downs) to move ten yards downfield, and if they 
fail, posession goes to the other team who then 
start their offensive turn. When a touchdown is 
scored, six points are awarded, and players can kick 
the ball for one extra point. It’s really quite simple 
when you get the hang of it... In fact, the game 
helps you understand all the antics you see on TV. 
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he last Madden game | played was Madden 


‘g2 about five years ago, and it was very 

easy to get into this ‘98 update - the play 

selection system is the same, many of the 
plays seemed pretty familiar as well, and after five min- 


utes it was Madden action all the way. But is this a good 


thing? | mean most of you must have already decided if 
you like the Madden games by now, so perhaps EA 
should try to make something that's a bit different? 

No way! One of the finest ever Megadrive games 
has been refined and tweaked constantly over the last 
few years, and the result is an extremely playable game. 
If you're one of the people that thinks American football 
is “all stopping and starting” with not very much action, 
this game should help change your mind - there's a 
much faster pace of play this time round, and the game 
benefits a great deal from it, with play selection being a 
lot quicker and easier than before. The games take a 
while to load when a match starts, but from then on 
there's only a tiny bit of disc accessing when you pause 
the game, and everything moves at a speedy pace. 


ry 
ae 





A The impressive action replay gives some spectacular views of the 
action. You can even target specific players, to see how they’re playing. 
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The graphics? Well, they're rather ‘functional’ to be 
honest - all this next-generation hype seems to have 
passed over the heads of the Madden coders, as the play- 
ets are all represented by 2D sprites, and the animation 
often leaves a bit to be desired. However, the main point 
behind any Madden game has always been the way that 





A More cool replay action, as the 
Steelers put pressure on the defence. 


















As with all the EA Sports updates, it’s rather difficult to spot the new 
features. The player rotas have been updated with the latest transfers 
and teams from the current 1997 season, there are some great FMV 
clips of Madden giving tips and advice, and the Saturn-controlled play- 
ers play a bit more aggressively in the one-player mode, which makes 
this the toughest version of Madden yet. The Fantasy Draft option lets 
you build your own team from scratch, and the Custom Season lets 
players decide which teams take part in the season. Different enough 
to appeal to owners of Madden ‘97? Not really, but they are improve- 
ments that fanatical fans might appreciate. 


“tl 


A The action replay is a great feature. The view can now be 
rotated 360 degrees, and zoomed in and out as well. The only 
problem is that this really shows up the 2D sprites as being a 
bit dodgy and very blocky when viewed up close - surely a 
much more impressive and true next-generation polygon-based 
Madden game must be possible by now? 


it plays, and these wobbly 


2D oxtatesmorethon Ml The Madden series is @S Impressive aS ever and this new 
Fr adaeakcals baci 1998 edition is definitely the NFL game of choice! cc 


throw) or even fall over in 
a massive heap, which is 





what happens most of the 

time. But that's called ‘the line of scrimmage’ and it’s twice in a row and your player will end up being even 
where the game is won or lost, as the big defenders try more two-dimensional, after the entire defence tramples 
to break through and flatten the Quarterback before he over him! Makes the game a lot harder, but a well earned 
can release the ball. The computer players are a lot victory is much more satisfying, don’t you think? 

brainier as well this time around - try the same play The usual options are all present - the replay and 


camera angle choices are surprisingly useful, while the 
substitutions and edit options allow would-be Maddens 
to exert a huge amount of control over the players field- 
ed. Basically, Madden NFL ‘98 is the same as all the pre- 
vious Madden games, but slightly quicker to play, with 
some slick presentation and bags of options. A great A The kickoff returns are one of the best 
game, but then Madden games usually are... parts of the game - crack players can run 
GARY CUTLACK the length of the ground for a touchdown! 






















The 2D sprite players are a bit poor, and things get messy on 
Hun Ly Sy occasion. The 3D stadium and camera angles are cool though. Cb (] 


Solid crunches and grunts as the players get it on, and with 
St TTT loads of excellent comments from Mister Madden himself. 9 yA ( 


PLAYABILITY Traditionally great Madden gameplay - loads of plays to select, Cy A 


a cool two-player mode and loads of options to wade through. 


The massive seasons, combined with the limitless two-player fi 
mode make Madden NFL °98 a very big game. 1] " 


LASTABILITY 






Madden NFL ‘98 is a small improvement over the ‘97 version. 


0 Vv 3 R fi | | But is it worth buying if you own an earlier version of the 


game? No, but it is the best buy if you lack a NFL game. 
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Here it is: the ultimate 
Street Fighter collection, 
bringing together the old 
and the new in one 
spectacular, glorious 
whole! It’s Capcom’s 
greatest SF release yet... 
and that’s official. 





A Gouki remains one of the most deadly fighters. 








EGA SATURN MAGAZINE may yet have to 
revise Street Fighter Alpha 2's gargantuan 
95% rating. Yes, it is one of the best 2D 
fighting games money can buy. But what if 
you got an enhanced version of Alpha 2 along with TWO 
MORE Street Fighting arcade conversions? The world 
would surely tremble, and indeed it shall when it bears 
witness to the power of the Street Fighter Collection! 

So what do you get for your money? Try arcade per- 
fect translations of THREE Street Fighter classics: Super 
Street Fighter 2, Super Street Fighter 2 Turbo and Street 
Fighter Alpha 2 Gold. 

Super Street Fighter 2 was the first true sequel to 
the original SF2. True, Champion Edition and Hyper 
Fighting had followed but they were merely expansion 












A Bison routs Balrog with this super! 


chips for the original SF2 board. Super was Capcom's 
first true attempt at a sequel, featuring four new char- 
acters (hence its “The New Challengers” subtitle) 
along with tons more bonuses (such as the First 
Attack) plus the first real on-screen recognition of 
combination attacks. Additionally, all art and sound 
was completely sourced from scratch. Good eh? 

Well, almost. Sure, Super Street Fighter 2 was 
good fun, but Capcom's loyal fans were disappointed 
that the speed and sheer adrenalin of the previous SF 
outing, Street Fighter 2 Turbo: Hyper Fighting was 
lacking from the new game. A lot of fans remained 
loyal to Hyper Fighting despite the charms of new 
fighters Cammy, Fei Long, T Hawk and Dee Jay. That in 
itself was enough for Capcom to start development 
on the last true SF before the Alpha series took over: 
Super Street Fighter 2 Turbo. 

This new game gave the Capcom fighting game 
public exactly what they wanted - that being all of the 
cool of SSF2 and the speed of Hyper Fighting, But as is 
Capcom's want, they went further... that much fur- 
ther! Each character was gifted new moves and new 
animations, making it the best Street Fighter game 
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A TASTE OF THINGS TO COME? 


Capcom have produced some AMAZING 2D games 
in the past. We're thinking primarily of the likes of 
Commando, Ghosts and Goblins, Ghouls and 
Ghosts, Strider, Black Tiger and Bionic 
Commandos! Wouldn’t it be great if Capcom pro- 
duced their own retro packs featuring arcade per- 
fect translations of these awesome titles? 
According to our sources, this might not be too far 
away and the chances are that the success (or fail- 
ure) of the Street Fighter Collection will pave the 
way for future collections! 
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around by a long shot. 
Additionally, Capcom 
began their first experi- 
ments with “hidden 


characters” by introduc- 

ing the powerful Gouki 

(disappointingly 

renamed Akuma for Western territories by the meddle- 
some Capcom of America) - a Ryu style character with 
incredible combination potential. 

SSF2T was a brilliant conclusion to the original SF 
series and the inclusion of this conversion along with 
Alpha 2 Gold makes it an incredible value buy. Quite sim- 
ply, the two best SF games can now be yours on one 





pack! Incredible, yes? Well, we would like to think so. 
And in fact, we do. This is quite easily the best 
Street Fighter you can get on any home console. There's 
only one thing that SEGA SATURN MAGAZINE assembled 
can find to groan about and that’s the choice of games 
you get. Super Street Fighter 2 Turbo is a brilliant addition 
and Alpha 2 Gold is amazing... but what's the “ordinary” 





4 Street Fighter Alpha 2 Gold is an incredible game, but 
not really that different from the Alpha 2 already out. 





Capcom's MOSt powerful conversion of 
Street Fighter to date Simply has to he savoured! 





1. Here’s Gouki Mode in full effect. Basically, the character of 
your choice takes on the power of Shin Gouki! They have a bit 
of a chat first... 


2. And then the fight begins proper. You soon discover that 
Shin Gouki is easily the most taxing CPU opponent you'll ever 
face in Street Fighter! 


3. The CPU Gouki positively routs anyone bar the most accom- 


A The new Alpha 2 has a secret Sakura character for 
you to unearth. 


A Pixel perfect conversions of both Super Street Fighter 
and its sequel are most welcome. 


plished Street Fighter player. Here he’s finishing us off with his 
trademark Firecracker move! 
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A Sagat whups an unfortunate Ken. 


Super Street Fighter doing there, especially as a conver- 
sion of the original Street Fighter 2 (or the Hyper Fighting 
follow-up) would have been a lot more welcome. All we 
can imagine is that this would have meant a lot more 
work for Capcom as opposed to just bunging in Super 
which would just be a cut-down version of its sequel. It is 


Five years on from the Classic Street Fighter 2 


and the franchise is Stil paying dividends tor capcom! 






A Guile and Ryu battle it out on New Challenger Dee Jay’s Jamaica stage. 


CAMMY IN ALPHA SHOCK! 


The big news in Street Fighter Alpha 2 Gold is the 
addition of Cammy, the British secret agent who 
debuted in Super Street Fighter. The curious thing 
about this character is her position in Street 
Fighter lore. Alpha is set before Super, meaning 
that Cammy is still Bison’s lover (we're not making 
that up). That being the case, it’s no surprise to see 
Cammy enlisting the aid of Bison in one of her 
supers, where she summons Bison, who performs 
his Psycho Torpedo attack. Cool eh? Well there’s 
more to look forward to in Alpha 2 Gold, including 
an enhanced version of Sakura! This is all in addi- 
tion to the likes of Shin Gouki and Evil Ryu who 
were also in the old Saturn Alpha 2 (but are now 
much easier to access). Multiple pushes of the 
START button toggle between secret characters. 
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a bit of a shame to be honest. We've hardly touched this 
part of the pack since the game came in. 

It's a small niggle really when you consider what 
Capcom have given us in the form of the other two 
games. Super Street Fighter 2 Turbo is a real classic - in 
fact, we've still got the coin-op in our games room and 
it's still played almost 
ona daily basis. That 
being the case, we're 
more than happy to 
confirm that the con- 


version is identical. If there are any frames of animation 
missing, you'd be hard pressed to see them. 

However, although mightily playable, it’s Street 
Fighter Alpha 2 Gold that is the undoubted star of the 
show. The Alpha playability has yet to be surpassed 
and that additions that Capcom have made are good 
fun to explore. 

The only drawback to the collection is that it seems 
to be standard Capcom policy not to attempt any kind of 
PAL optimisation for the European market (and this poli- 





Chae) 


aha 


ROUTE 


Capcom have perfectly replicated their awesome arcade games ~ 
Street Fighter Collection's graphical art is a joy to behold. 


Just as you would expect, the sound is also identical to the arcade 
games! The tunes are a mixed bunch but the effects are ace. 


Super Street Fighter (2 Turbo) is bloody brilliant and sufficiently 
different enough from the magical Alpha 2 Gold. Great stuff. 





cyis unlikely to change), so it's letterbox central as the 
PAL borders arrive once again. To be fair, with 2D games 
it's pretty much unavoidable. Additionally, the speed 
issue isn’t so much of a worry due to the inclusion of 
multiple speed settings. Just like the current Street 
Fighter Alpha 2. However, as | remarked in my Marvel 
Super Heroes review last issue, if you're a real Capcom 
fan, you really need to get your Saturn modified to be 
able to switch to a NTSC signal so get your ass down to 
an importer to get it done if the ultimate Capcom 
gamery is your, er, game. 

So... just one question remains. Is the game worth 
buying if you already own Street Fighter Alpha 2 (and you 
should be ashamed of yourself if you don’t)? Well, to be 
brutally | honest, | would have to say “no”, Super Street 
Fighter 2 Turbo is a cool game, but it is old and it isn’t 
really worth the full whack. Alpha 2 Gold, again, is awe- 
some but the Golden enhancements aren't hugely 
important. But SEGA SATURN MAGAZINE's offices are 
crammed full of Capcom fanatics though and we loved 
the games in this pack. If you're like us and have a similar 
adoration for all things Capcom (or if you don't own 
Alpha 2 already), this is quite simply the best Street 
Fighter purchase you can make, no doubt about it. 

RICH LEADBETTER 


CE 
Dz 
Eh 


Both starring games will be loaded up for years to come. The 
original Super Street Fighter's a bit redundant though... 


If you love Super Street Fighter 2 Turbo or don’t own Alpha 2, this 


aT 


is utterly essential. However, current Alpha 2 owners should think 
veeewy carefully be shelling out. 





“4 SSF2. Yes it’s cool but a conversion of 
‘SF Hyper Fighting would be even cooler! 


ZERO ALPHA 2: WHAT’S THE DEAL? 


So what exactly is Street Fighter Alpha 2 Gold about? 
How is it different from the awesome Street Fighter 
Alpha 2 we've been playing for almost a year nowo? 
The story goes that Capcom of America asked the 
Japanese R&D division to add several hidden charac- 
ters to Alpha 2, such as Shin Gouki (or Devil Akuma) 
and Evil Ryu. These were duly added, but never made it 
into the Japanese version. The addition of these fight- 
ers was the main reason behind the Alpha 2 Gold 
update. It was never released outside of Japan mainly 
because there was little point. Our version was good 
enough. However, there are a couple of additions (and 
more secret versions of different fighters). Additionally, 
there is a new Gouki Mode on the options screen. 
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Giggling dinosaurs, 
crying girls and sulking 
psychics. Yes, it can only 

be one of those obscure 
Japanese games again. 
Will Acclaim surprise us 
by releasing a half- 
decent game for once? 





o0-hah! Supreme Drum & Bass rapper 

Busta Rhymes is the star of Bust-a-Move 3, 

and now players can practise their favourite 

Junglist dance moves in the comfort of 
their own home with Bust-a-Move 3. Sorry, that’s actual- 
ly a blatant lie. Instead, Acclaim have got us all in check 
with a sequel to their ace puzzle game Bust-a-Move 2. 
More quality puzzle action? 

As it happens, this is a very enjoyable game. 
Traditional puzzle action has been spliced together with 
some cool Japanese design, and the result is a great look- 
ing, and great playing puzzle game. Players are actually 
controlling cute little cartoon characters as they attempt 
to burst all of those coloured bubbles, and while the 
game is being played the cartoon creation of your choice 








A To summarise the review, this is a great puzzle game. 


jumps around with shouts of encouragement, and gets 
nervous and starts to panic and shout when things 
aren't going too well. And should the player perform a 
particularly cool multiple bubble-busting manoeuvre, a 
special move, scream of joy or happy dance takes place! 
These cool characters are probably the highlight of 
the game's graphics - the collection of cliched game stars 
all help give the game a great atmosphere of it’s own, 
with the famous dinosaurs Bob and Bub popping up, as 
well as the usual selection of wacky Japanese girls and 
butch fighters who watch over the action. Puzzle fans 
will no doubt have noticed the ever-so-slight similarity to 
Capcom's Super Puzzle Fighter games, although the Bust- 
a-Move bubble shooting gameplay has always been a bit 
more enjoyable than the Columns-style gem dropping 
action of the Capcom game, and even though Bust-a- 
Move 3 offers no real improvements to the action found 
in the prequel, it more than makes up for it by giving us 
another ace collection of devious bubble-bursting levels. 
But there's more than just one way to play Bust-a- 
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A Each character has their own little intro sequence. 


E PICTURES - WHAT’S HAPPENING? 


It’s dead simple really. Just imagine an upside-down version of 
Tetris, with players using a movable target arrow to fire one bubble 
at a time up the screen to form blocks of similarly coloured bubbles 
at the top. Get three or more same coloured bubbles together and 
boom! they disappear, causing any bubbles below them to fall away 
with them. Bubbles can be bounced off the side of the screen for 
fancy angled shots into tricky areas, and the occasional special bub- 
ble appears - heavy bubbles smash through a whole line, star bub- 
bles burst all bubbles of the same colour, and some solid blocks 
appear to further complicate things. 





Kapow! The characters all have a few 
special moves which they use to celebrate 
a particularly good sequence of play. 
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4 Line up your shot with the target arrow, and then 
press a button to shoot your balls off. If only it was so 
easy in real life. 


UH -ON, WE’RE IN TROUBLE! 


The natural state of mind to be in when playing Bust- 
a-Move 3 is Panic. Blind panic to be more specific. 
Here’s a particularly nerve-wracking moment: (1) A 
tough screen for our green dinosaur chum. (2) The 
bubbles are building up... (3) “Hurry up!” Panic sets 
in! There’s a red bubble on the way though - aim for 
the big group of red bubbles in the middle... (4) 
Boom! safe to continue, but now the left-hand side of 
the screen is reaching critical point! Arrgh! 





‘A Bust-a-Move 3 also has some really great and colourful background graphics. Of course they don’t have anything to do 
with the game, but it brightens up the reviews section! The presentation of the whole game is just as faultless. 





Featuring some really COO! puzzle action ana 
dead groovy visuals, puzzie fans are sorted! ee ee 
different. However, the gameplay is identical to the 
bubble-busting action that made up Bust-a-Move 2, 


Move 3. The game has a cool one-player puzzle mode, ers pull off a spectacular bubble-bursting move extra which basically makes Bust-a-Move 3 more like a col- 
where players select their route through a huge grid, and bubbles are dumped onto the opponents side of the lection of new levels than a completely new game. 
take on each of the increasingly tough levels. Then screen, causing some extremely violent outbursts tobe‘ There’s a much larger collection of levels to play 
there’s the one-player versus computer mode, in which exchanged - the mark of a great two-player game! through, thanks to the collection mode, but does this 
the player competes in a split-screen two-player battle There's also a special challenge mode, which is the make Bust-a-Move 3 worth buying if you already own 
against a computer controlled opponent. But it’s the real__ultimate test of puzzling skills as players have to com- the prequel? Well, probably not to be honest, unless 
two-player game that's easily the most fun - when play- plete a set of extra-hard levels designed to be as trickyas you've got some kind of obsessive compulsive disor- 
possible, while the Saturn grades players on the speed der which leads to a fixation with colourful bubbles. 
and skill of their performance. Then there’s the huge Which is quite unlikely. 


task of playing the collection mode, which is a massive 
selection of literally hundreds of pre-set screens to play! 
Even with all these fancy modes | doubt if it would 
take too long to see everything the one-player game has 
to offer, but if you're looking for some cool puzzle action 
A The one-player puzzle mode is shown on the left, and with an excellent two-player game, you've just found it. 
sees players travelling over a huge grid completing levels. GARY CUTLACK 






























Fine cartoony characters and graphics, with some groovy colours 
CL and cool design helping to make Bust-a-Move 3 stand out. ie 





Always difficult in a puzzle game, but a cool selection of whim- 
Sth Ly pers, screams and jolly music keeps the atmosphere together. ‘i 7 (i 


Awesome. Especially in two-player mode, where dumping bubbles 
PLAYABILITY onto your opponents screen will make you an enemy for life! BLE 





Hmm. Quite easy to see everything in the one-player game even 
CELA with all the play modes, but the two-player game will last forever. 


a 









Fantastic puzzle action, with an incredibly cool two-player mode. 
The one-player game is still fun on its own, with the different 
modes providing fun for solo gamers. Should satisfy puzzle fans. 
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9 SEGA SATURN’ tips 


Another month, another selection of tips and another few weeks of our talented young lives spent playing games 24hrs a day. Stil, it's 
not all bad news, at least we're allowed to play Sonic Jam and Marvel Super Heroes in the name of ‘research.’ If you spend an 
unhealthy amount of time glued to your Saturn, why not send in your own tips to us at: Sega Saturn Experimental Tips Research 
Department, 37-39 Millharbour, Isle of Dogs, London E14 912 


SONIC JAM 


What a cool game. There’s so much 
‘stuff’ already in Sonic Jam, it’s hardly 
important to search for more hidden 
things in the game. Still, that doesn’t 
stop us from looking, and hey, look 
what we've found! 


SONICWORLD TIME ATTACK! 
Highlight SonicWorld at the main 
screen, and press A then Start straight after- 


wards (really quickly), and keep them held down 


until the game starts. You should then start 


runs out, so we're not sure if 
anything extra appears... see 
what you can find 


SONIC TEAM DO EXTRAS! 

Hf you have access to a PC or Mac, you 
can find some extra-cool Sonic artwork 

hidden away on the Sonic Jam CD. Just 

put the CD into a computer's CD drive, and 

open up the folder called ‘Extras’. Thankfully 
Sega Europe haven't removed this from the 

UK version, and it’s all in a nice easy-to- 


SonicWorld, and there'll be a 60 second open windows format as well. You 
counter in the top left of the screen. a might even recognise some of the art 
Collect all 100 rings in the 60 second that we've used in the mag! 


limit (very, VERY hard) and something 

extra should appear. We can collect all 100 rings 
within the time limit (see the VERY hard-earned 
picture for evidence) but only right as the time 


We reckon a large gold ring appears somewhere when you 
collect all 100 rings... surely you get something as a reward? 


Look, it really is possible. All 100 of those lovely gold rings 
collected, and a whopping 00:64 of a second to spare! 


DRAGON FORCE 


This is a very complicated tip, but we know that play- 
ers with enough brains to play Dragon Force will be 
able to get it to work. Good luck, and yes it does 
work, so no phone calls please. 


DOWN, DOWN, LEFT, LEFT, LEFT, UP, DOWN, RIGHT, 
Go to the Saturn's CD player screen and hold down RIGHT, RIGHT, then release the Start button. 
X, Z, L, R and START, and keep them held until the 
game loads. When you get to the title screen, keep Phew. Now that lot has 
START held down and press DOWN, DOWN, UP, been inputted, 
start a game. 
You can now 
check the 
options menu 
for the Debug 
mode, where 
you'll be able 
to affect the 
battles, music, 
experience 
points and 
have all kinds of fun 


{Sees ee 
I see it clearly... 
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Bosses, everybody wants to play as those pesky end-of- 
game guardians these days. We could probably read 
some deep meaning into that fact, but let's not. The 
MSH boss codes can be found on page 52, and here 
are a few other cool mutant tips to try out. 


RANDOM CHARACTER SELECT 
Hold the left or right buttons for 
around three seconds on the 
character select screen, The 
cursor will start to move 

around very quickly, 

allowing players to 

then hit any button and 

have a character random- 

ly selected for them. 


The Hulk - still incredible, but now a nice shade of grey. 


The level passwords for EA's futuristic isometric 
shooter were printed waaay back in issue 20, but 
some extra little tips have now come our way. 
Just remember not to show any remorse, that's 
very important 


MAXIMUM HEALTH AND ENERGY 

Select ‘Load Game’ at the main menu, then pick 
‘Teleport to Mission.’ At the password entry 
screen, enter LOSR as your password - you'll get 
an invalid password message. Start a new game, 
and at any time press A+B+C to be boosted up to 
full health and energy. 


MAXIMUM WEAPONS 
After inputting the above password, you'll also be 


We never show remorse - we're finely-honed killing machines. 


AWAY STRIP 
Pick the alternate costume in the one-player game by 
selecting your fighter and then holding UP for three 
seconds (for characters in the top row), or DOWN for 
three seconds (for characters in the bottom row), 
and then pressing any button. 


TAUNT 
= Press DOWN, DOWN and the two shift but- 
“SD tons together to perform each heroes’ 
cheeky taunt 


EXTRA POUNDING! 
After the final round of a fight, quickly hold down the 
two shift buttons to be able to dispense a little extra 
justice, and smash your defeated foe a little more! 


Iron Man - don’t let him sit too close to the telly or get wet. 


able to press X+Y+Z to be given a full selection of 
ammo and equipment, which unless we're very much 
mistaken, will turn you into a fully tooled-up psycho- 
pathic killing machine. 


What a surprise - a strategy game that's actually 
quite interesting! To further enhance the excite- 
ment, enter the following codes by pressing start 
in the middle of a game and proceeding to the 
password screen 


TSGDDYTD - Gives invincibility and 255 damage 
points against magic 

DCKMT - Full upgrades 

VRYLTTL - Gives access to all of the spells, and renewg 
mana after each spell has been cast 

NSCRN - Shows the entire map 

GLTTRNG - Gives 10,000 gold, 5000 lumber and oil 
MKTS - Speeds up the building and upgrade process 
NTTHCLNS - Skips to the next level 

NGLS - Disables the magic traps set by opponents 
HTCHT - Only takes two chops to harvest lumber 
THRCNBNLYN - Quick ending 

NTPRF - Some kind of freak laser show! 

YPTFLWRNM - Instant defeat 

NVRWNNR - Cancels the victory sequence and lets 
you continue playing the same level 


Some tips only work on specific levels, but you'll know when 
they’re activated thanks to the ‘enabled cheat’ message. 
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Resident Evil guide, rather than simply regurgitating what was written last month. So 
this month's guide takes players on the quickest possible route through the mansion as 
SUR URU NAUM  O KR T U SC a ULCMT 
CE ELEM CRU CLINE UCC aE m aU aC 


Panty 


brought to you courtesy of LEE NUTTER. 


JILL VALENTINE 


aes eae eee aT ee 


esising about the missing Chris, run to the end of the 
CaM ses eure GT Res 
through the door to the right. Firearm at the ready, 
turn left and proceed down the corridor, killing the 
te Cece eat ete Wem Set Rs 
Cen ee ee A cr a 
a Ce ea Cie aro ae 
pee nara e oe icct aad 
aon (ee Ce el nr erat alta 
from Barry and the ink ribbon off the desk. Leave 
through the blue double doors. 

NO ent es geet ry 
recover the map, before progressing through the door 
ona ee Oe eee ee ent 
corridor avoiding the dogs and exiting through the 
foe mee Mana e ee cat 
Po Rae oe Cae ee ee 
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: first room and enter the living room, col- 


ACU auto 


: store the Star Crest before exiting 
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zombies and enter the 

ae ae ea 
AERO Leclad 
unless provoked, so 
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Oe en La 
CesT 
DEOMI et Race 
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Pune Run Us cartas 
Caen Ue ee 


eee ee en ode 
Circ ae ecg 
on Jill's left prior to the dou- 
eeu ua es 
Peer aU en 
right underneath the staircase. 
Save the game position and 
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ridor, follow it to the left and exit through the 
door at the end, avoiding the zombies or shoot 
acer 
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to the left and progress down the small corridor and 
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ing area, Run down the left passage 
and kill the zombie before 
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at the far end, run past the two acid-vomiting zombies 
and descend the stairs. Enter the door to the right, col- 
(eee Un at anu en ees ge eta 
position. Leave the storage room ensuring the bag of 
chemicals and the wooden emblem are in Jill's inven- 


tory. Continue down the corridor, avoiding or killing 
mee en au ne esa 
Se eeu ech anaes g 
opposite, entering the door around the corner. In the 
cu em eee Re eRe ac 
PERE STC Cee a acta ce tt 
POR Cs secret ean ee 
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corridor, turning left and shooting the zombie before 
eae Ce Rar xe tea RUC cee 
bedroom, take the clip from the bed and examine the 
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left and enter the red door to Jill’s left. Run around 
the piano and slide the bookcase along, revealing the 
sheet music. Place it on the piano and enter the secret 
PR Seem ue co Ren 
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Tre a ane eae Rok uid ai 
SCs Rau ee 
eas ee miu un RU ence 
clock and the blue jewel from the broken statue. 
Re aU nue eG ee CRUCRiiE’ 
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the small passage to the right and enter the doorway. 
Peanut eI Ran 


Place the jewel in the tiger's eye to access the Wind Crest. 


Wind Crest. Exit the room and enter the corridor 
MTC te ie Ce 
left. Pick up the clip and shells, leaving the broken 
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and proceed up the stairs, taking the second set to the 
right. Proceed down the corridor and take the green 
double doors on the left. Manoeuvre the two statues 
Oem Cee een Rea n 
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sage to the left, back towards the landing but taking 
the final door on Jill’s left. 

After the cut-sequence with Richard, return 
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Richard and give him the serum, before exiting the 
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few steps, unlocking the door and discarding the 
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ammo and energy, or run around the snake, taking a 
few hits but being generally better off. Once the Moon 
(etiam or i Lol 
ice re Rue oe 
Luckily, Barry is on hand to rescue the unconscious Jill, 
and she awakens soon after in the storage room, feel- 
ing rather sore. Ensuring Jill has all four Crests in her 
Pee ea Rate cue een eee cae ak 
EN RCCL Mee OR URE UR Leo 

OY NER Ue T am a CR el Ll oe OLE LN cele) 
PMG neon een Range eS 
doors. Take the small passageway to the right and 
enter the door on the left, leading to the roofed pas- 
sage. Avoid or kill the dog if necessary and insert the 
four Crests in the panel at the end. 

Enter the door ahead and manoeuvre the steps 
against the shelf, retrieving the square crank. Pass 
Cl UMC Ree LAN CEU MLR uel oy 
PT Reels tel ee 
bining them to make a powerful antidote. Proceed 
through the rusty gates and follow the path to Jill's 





left, using the square crank on the mechanism to 
lower the water level. Cross the newly revealed path 
PRCA aCRua Sie ea Rue et at 
snakes. Descend the elevator and blast the guard dogs 
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follow the winding path into the guardhouse. 
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zombies inside. Recover the red book and enter the 
DCCL US CLR CL to aL 
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entering the corridor. Take the first room to the right 
and run towards the bees’ nest, retrieving the key and 
escaping via the way Jill came in. Continue to the end 
aU UR rec Raich ek ae ac 
end, discarding the key when prompted. 
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! The lift takes Jill down to the lower courtyard area. 
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descend, Manoeuvre the crates into the watery pas- 
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through the water to the opposite side of the room, 
avoiding the sharks. Take the door to the left and acti- 


vate the lever, thus draining the water. Hit the switch 
next to the door before exiting the room and going 
next door into the ammo storage room. Most of the 
ammo is wet and useless, but allow Jill to retrieve 


: on ammo and herbs, before returning to where the 
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what she can, including the key for Dormitory 003, case with the red book in Jill’s inventory, revealing a 
before returning back up the ladder and into the stor- 
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awesome Plant 42. Keeping to the edge of the room 
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} allowing Barry to finish off the task. Recover the 
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to the mansion. 
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Leave the storage room and advance up the oo 


—_— ent. 
Players are best advised to save ammo and run around spiders. 
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Hunter. Enter the door at the end, passing through the 
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snake with any bazooka rounds Jill may have left and 
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feasting zombies. Enter the kitchen and head to the 
right, killing the zombie lying on the floor. Proceed up 
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tery and ammo stash from inside, before returning 
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zombie after the FMV cut-sequence. Proceed through 
the door and up the stairs, follow the path to the right 
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grey door to Jill’s right and enter the storage room 
around the corner. Arrange Jill's inventory so that she 
has a battery, square crank and some powerful 
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Proceed towards the useless elevator and insert the 
battery in the space provided. Return back up the ele- 
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tion on the typewriter ahead if necessary. Then take 
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Take the clip from Enrico ensuring at least one inven- 
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sage and return to the typewriter area, killing the 
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crank on the hole in the wall, before proceeding to 
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right and advance towards the boulder. Turn around 
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Reenter the room and recover the combat knife, 
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allowing Jill to proceed through the door. 
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room, ensuring the hexagonal crank and the first 
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opposite end of the corridor and pass through the 
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revealing the Eagle and Wolf medallion. 
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kill the Tyrant boss by repeatedly shooting and run- 
ning away from it. Recover the key from Wesker’s 
body and activate the switch on the computer termi- 
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gency doors. Follow the passage round, collecting 
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September’s 35th JAMMA show heralded the arrival of some truly cool arcade titles. Although the event occurred 
just as we were going to press, our Japanese correspondent, WARREN HARROD, has worked around the clock to 
bring you an exclusive first look at some of the awesome coin-ops you'll be playing in the coming months. This 
issue we take a look at Capcom’s incredible winter line-up with more JAMMA coverage continuing next month. 
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All your favourite characters from Capcom's most 
popular games have beéri super-deformed and 
brought together for the most.zanyiand frenzied 
beat ‘em up eyer"Stipported by a humourous and 
original story line, they may bée'small but the bat- 
tle rages.as-hofas ever. Alfficugh originally billed 
as Pocket Fightérs, Capcom's Jatestiarcade ) CUTE & FUN! 
scrapper is still every bit as bizarre as its title The super-deformed characters from Super 
suggests. \ Ae Puzzle Fighter II Turbo are back and ready 
to jump into the head-to-head fighting 
game arena! They're all over the screen 
with their insane moves and wacky anima- 
tion but don't be deceived by its appearance, 
this is one serious fighting game! Making 
their appearance in miniaturised form are own gems or even steal gems from your opponent. 
Ryu, Ken, Chun Li, Sakura and Zangief Laugh with joy as your opponent's 
from the Street Fighter Zero series; attacks power-down after you 
Morrigan, Felicia and Hsien-ko , steal their gems then use their 
from the DarkStalkers series; own gems against them by power- 
Ibuki from Street Fighter III and ing-up your own attacks! There 
Tessa from WarZard. are three types of gems: red, yel- 
low and blue, Dependingion the 
colour their effects vary with dif- 
ferent special attacks being powered- 
up by different coloured gems. There 
are three levels of power-up that 
gems can give to the special attacks. 
All gems have a fixed time limit 
before they then disappear so it's 
vital that you use them during that period. 























CONTROLS 

Thanks to the simple single stick 
and three button configuration 
(punch, kick, special), Super Gem 
Fighter is ridiculously easy for anyone to 
learn. Yet the game contains a deep 
level of strategy which can be achieved 
through mastery of special moves and 
combos. This simple but in-depth 
approach should allow both beginners 
and experts to enjoy the game. 













































GEMS! GEMS! GEMS! 

By collecting power gems players can 
enhance their existing special moves. 
Watch your character's abilities increase | 
ca dramatically in power and speed depend- \ = 












COSTUME COMBOS! 
With well-timed punch and kick attacks you'll be 
able to execute an all-new Flash Combo. During 
this combo the player's attacks and costume are 
constantly changing. There are up to four continu- 
ous attacks in a combo. Each time you press a but- 
ton, your character's costume changes one after 
another along with the move! Every character has 
a complete set of costume changes. For example, 
Morrigan dresses as a nurse, Zangief dresses as a 
building site worker and Felicia dresses up as some 
of the other DarkStalkers characters. 




















CAPCOM CAMEOS 
Check out the hilarious stage backgrounds. Hidden 
in all of the levels are loads of Capcom characters 
doing the most unexpected things in the most 
unexpected places. How many can you find? 
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STREET FIGHTER 3: SECOND IMPAC 


Z 
jeoar> CP-SYSTEM 3 
Ee 100% i New characters, new situations, new techniques. Street 


Fighter 3: Second Impact looks cool. 





The new generation has 
arrived... again! Yes, the 
finest animated fight- 
ing game in history 
has been improved 
even further with all new ~< 
features and fine-tuned . URIEN: The Dark Horse 
adjustments bringing the 5 Destroyer. 
world of Street Fighter to life He was created to be a conqueror and an 
like never before. Capcom has emperor. He possesses super human abilities 
listened to player criticism of SF_ Ya and has even earned the trust of Gill (final 
III and pushed the game to its : i Street Fighter III boss). However, a deadly 
limits. The results are amazing. i \ desire to usurp Gill's power quietly burns in 
r the back of his mind. Is he destined for eter- 
NEW CHARACTERS nal glory or ultimate destruction? The level of detail on the characters is superlative. 


Two all-new characters join 
the existing eleven next f HUGO: The a F she ultimate version of your favourite moves. 
generation warriors for Iron-Blooded Giant. (ii) Antagonise your opponent with a 
even more extreme 6 A top-ranked German wrestler 4 taunt. Each character has a new 
fighting action 4 in the American pro- ~ ee. move to annoy and humiliate their 
They are: wrestling circuit whose i opponent. 
height is over 240cm and Ly (iii) Remastered special effects. 
who weighs 200kg! His enormous mus- Capcom has redrawn all the game's 
cle power allows him to move nimbly J J . Special effects! In addition, 
despite the huge mass of his body. Capcom has increased the num- 
\ i . ber of animation frames to 
NEW FEATURES: \ i show amazing details right 
(i) An all new EX level for special ‘ ' down to the drops of your 
moves. Annihilate your opponent with A a character's sweat 


- A 


or \ > 
eee eee 
[ora 
The artwork seen in Street Fighter 3: Second Impact looks 
even better than in the already stunning SF3! 


i) oe 
de - 


The CPS-III board used in Street Fighter 3 and its new sequel allows for some utterly spectacular 2D visuals. 
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RIVAL SCHOOLS 
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The most popular Capcom coin-op of the show and 
one that should please fans of Arika’s Street 
Fighter EX. Welcome to the school of fighting, 
Polygon Fighting, high school style! Capcom's lat- 
est 3D fighting game is a non-stop battle, acceler- 
ated at 60 frames per second in high-resolution 
mode! Although only 54% complete it's already 
showing plenty of potential and is looking great. 
The game's story goes something like this: 
near the turn of the century, high school students 
are being mysteriously kidnapped. The students 
oppose a powerful enemy that even the police 
can't touch and so they rise to the occasion to 
take matters into their own hands. Remember, 
it’s your school, it's up to you to defend it! Show 
them what you've got by cutting loose your ener- 
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gy and going for it! You must tear down the evil 
Justice Institute of Education! 


HIGH SCHOOL RIVALS 

There are four high schools each of which has three 
selectable students. Of course, being a Capcom game 
they aren't just ordinary students! 


GORIN 

This school has a sporting theme with all three stu- 
dents dressed in their respective sports gear. Choose 
from either volleyball, baseball or football. 


PACIFIC 

This is the American high school (the others being 
Japanese) which explains why one of the characters, 
Tiffany, is a very sexy cheer leader! 


The most normal looking students (by this game's 
standards anyway), including the Sakura look-a- 
like school girl, so they're probably red hot. 


GEDO 

All the students look like high school drop-out 
juvenile delinquents. There’s a huge school bully, 
a motor-bike thug and a punk with a knife. 


SKOOL RULES! 

Players choose two characters from the same 
school, one of which is the main character and the 
other is the support character. Usually you fight 
with one character while the other waits off 
screen. Players can swap between characters dur- 
ing the round. In addition, there are commands 
which allow you to bring the support character on 
while the main character is still there for a power- 
ful combination attack. 

There are between five to eight stages in the 
game, depending on the characters you choose 
and the way the story develops. The final goal is 
to thwart the sinister ambitions of the teachers at 
the evil Justice Institute of Education! 


CONTROLS 

Rival Schools uses Star Gladiator's one stick and 
four buttons set-up (weak/strong punch, 
weak/strong kick). Using them in combination pro- 
duces a wide range of offensive and defensive capa- 
bilities as well as jumps and special movements. 


THE POWER OF YOOF! 

New to this game is the “Youth Gauge.” As you fight 
and guard against attacks the gauge fills up. At the 
beginning of each stage it already has five points 
stocked in it. You can build it up to a maximum of 
nine points. Players can also carry the points over 
from one round to the next but you can’t carry them 
over to the next stage. With the correct command 
sequence you can use these points to execute super 
combos (one point) and bring your support charac- 
ter on screen (two points). 
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As the greatest light gun shooter in existence (beat- 
ing even Virtua Cop in our opinion), House of the 


Dead is a truly frightening game. Shuffling zombies, 
weird mutated creatures and a creepy Resident Evil- 


style atmosphere make AM1's creation an arcade 

classic. Of course the good news is that Saturn own- 
ers can look forward to a home version in early '98 
but until then here are a few cool cheats to test out 
on the coin-op. 


KEY: L = Pull Player One's gun trigger 
= Pull Player Two's gun trigger 





Put your money in but don’t start a 
new two-player game just yet. Instead, 
wait until the House of the Dead title 
screen appears. When it pops up, press 
the left and right gun triggers in the 
order specified below and then 
press the Start button to 
begin. When the game 
commences the 
desired the cheats 
entered below 
will be in effect. 













NOTE! The follow- 
ing commands must 
be entered on the title 
screen only. If you delay and the 
game demo continues none of the 
cheats will work. If you continue after 
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losing lives then the 
changes will remain, but if the 
game finishes then you'll need to reen- 
ter the commands. The codes activate visual 
changes only! They don’t affect the game play in 
any way so you'll still meet the real Sophie (three 
Sophies in one room is pretty cool!) Likewise the 
character's voices don’t alter either even when 
Tom Rowgun and G have been replaced by 
Sophie. However, all the in-game movie 
sequences will be replaced. 


Yeah, sister! Sophie gets some of her own back thanks to 
AM1's hidden babe code, Mmm... babes. 





Last month’s new Coin-Operated section was such a soaraway success with our readers that we’re going to be 
bringing you the very latest arcade cheats, tips and special moves each and every month! Big thanks this issue go 
out to our top mates at AM1 for supplying us with some EXCLUSIVE House of the Dead secret stuff... 





Wow! Agents Tom Rowgun and the mysterious G are now joined 
by the sultry Sophie. She sure is nimble little minx. 


PLAYER ONE 
Clothes Change (Agents Tom Rowgun and G 


ey now wear trendy designer suits) 
we 


Bs 
=y Shoot in the following order: Left player, Left play- 
a 







er, Right player, Left player, Left player. 


PLAYER TWO 
Clothes Change 


Shoot in the following order: Right player, Right 
player, Left player, Right player, Right player. 


PLAYER ONE AND TWO. 
Simultaneous clothes Change 


Shoot in the following order: Left player, Right play- 
er, Left player, Right player, Left player, Right player. 


PLAYER ONE 
Change into Sophie 


Shoot in the following order: Right player, Left play- 
er, Right player, Right player, Left player, Left player. 


PLAYER TWO 
Change into Sophie 


Shoot in the following order: Left player, Right play- 


er, Left player, Left player, Right player, 
Right player. 

PLAYER ONE AND TWO § =e 
Change into Sophie y 
Shoot in the following order: Left 

player, Right player, Right player, 

Left player, Left player, Right 

player. 


DISPLAY SCORE DURING GAME 

See how far you are from 

obtaining the game's 

62,000 point challenge... 

Shoot in the following order: Left 

player, Left player, Left player, Right player, Right player. 
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ISSUE #2 DEG 95 
Reviewed: Virtua Fighter 2, Virtua 
Cop, Firestorm: Thunderhawk 2, 
Hi-Octane, Victory Boxing, Golden 
Axe: The Duel, Mansion of Hidden 
Souls, Hebereke's Popoito, 
CyberSpeedway. Showcased: 
Virtua Fighter 2, Firestorm, X- 
Men: Children of the Atom. 





ISSUE #8 JUN 96 

Heart of Darkness featured... and 
it's still not out! Reviewed:Guardian 
Heroes, Ultimate Mortal Kombat 3, 
In the Hunt, Discworld, 30 
Lemmings. Showcases: Panzer Zwei 
final, NiGHTS, Guardian Heroes final 
update. Full detailage on top games 
still worth buying today! 





ISSUE #14 DEC 96 

World's First Virtua Cop 2 Review! 
Aso reviewed: Daytona CCE, Amok, 
Street Racer, Hardcore 4x4, Chaos 
Control, Three Dirty Dwarves, 
Blazing Dragons, Crimewave, PGA 
Golf 97. Showcases: Cop 2, 
Christmas NiGHTS, Daytona CCE. 
Lobotomy Software interviewed! 


ISSUE #20 JUN 97 

Last Bronx Revealed! More incredi- 
ble Quake! Reviewed: Fighters 
MegaMix, King of Fighters 95, 
Pandemonium, Mr Bones, 
Mechwarrior 2, Scorcher, Shining 


the Holy Ark, Showcases: 
Pandemonium, Mechwarrior 2, 
Shining Holy Ark! Tips: MegaMix, Die 
Hard part three, Hexen part one. 





ISSUE #3 JAN 96 

Reviewed: Sega Rally, F1 Live 
Information, Galactic Attack, 
Mystaria, Worms, Virtua Racing, 
Off-World Interceptor. Showcases: 
Guardian Heroes, Mystaria, FIFA 
"96... plus all the secrets of Virtua 
Cop! Plus ultimate Sega Rally cov- 
erage... the BEST racing game! 








ISSUE #9 JUL 96 
Ful E3 report with first Cop 2 cov- 
erage! Reviewed: Loaded, Need for 
Speed, Shockwave Assault, Big Hurt 
Baseball, Blackfire, WWF, Striker, 
Virtual Open Tennis, Ghen War. 
Showcases: Sonic X-Treme (now 
ccanned!), VF Kids, Exhumed, Space 
Hulk and of course NiGHTS! 













ISSUE #15 JAN 97 

CCOVER CD WITH VIRTUAL OX, DAY- 
TOMA CCE, WORLDWIDE SOCCER, 
TOMB RAIDER! Reviewed: Virtual On, 
Blast Chamber, NHL Hockey 'S7, 
Command and Conquer, Sega Ages, 
Mighty Hits, Tetris Plus, Breakpoint, 
Krazy Ivan, Tunnel B1, Madden 
Jewels of the Oracle. 


#21 JUL 7 

WipEout 2097! Resident Evil/ Marvel 
Super Heroes exclusive! Reviewed: 
Jonah Lomu Rugby, Battlestations, 
14, Actua Soccer Club Edition, The 
Crow. Sonic Jam feature! Double 
AMS interviews: arcade Top Skater, 
Last Bronx! Tips: Shining Holy Ark 
part one, MegaMix part three, 
Hexen part two! 





ISSUE #4 FEB 96 

Reviewed: Wing Arms, FIFA '96, 
Virtual Golf, Johnny Bazookatone, 
Toshinden, Cyberia, Casper, D, True 
Pinball, World Cup Golf. Showcases: 
Vampire Hunter/Street Fighter 


‘Aipha, D and all the secret cheats of 


Sega Rally! Plus Panzer Zwei AND 
part one of the VF2 Masterclass! 





views 
Road Rash, Primal Rage, Slam and 
Jam, Starfighter 3000, Olympic 
Football, Sea Bass Fishing, Pro 
Pinball. Showcases: Athlete Kings, 
VE Kids, Alien Trilogy. Also: 
Guardian Heroes Tips! 


ISSUE #16 FEB 97 

Amazing Fighters MegaMix 
Coverage! 16 pages of small tips ~ 
it’s all in here! Reviewed: Sonic 3D 
Blast, NFL Quarterback Club 'S7, 
NBA Jam Extreme, Toshinden URA, 
Tempest 2000, Batman Forever, Bug 
Too!, Dark Savior. Showcases: Bug 
Too! Tomb Raider guide part one! 


ISSUE #22 AUG $7 


Reviewed: Sonic Jam, Dark Light 
Conflict, Dragon Force, WipEout 
2097. Previews: Quake, Marvel 
Super Heroes! Showcased: Dragon 
Force, Last Bronx, WipEout 2097, 
Enormous Resident Evil guide! Tips: 
Hexen Final Part, Shining the Holy 
Ark Part 2. 


Sonic R revealed! Special E3 Report! 


ISSUE #5 MAR 96 
Reviewed: X-Men: Children of the 


‘Atom, Darius, Baku Baku Animal, 
"96, 


NFL Quarterback Club, Hang 0 

Titan Wars. Showcases: Euro ‘96, 
Legend of Thor, Street Fighter 
Alpha, X-Men, Guardian Heroes, 
Panzer Z F2 masterclass 
and Sega Rally guide! 


ISSUE #11 SEP 96 

Amazing Candy Fighting Vipers 
Cover! Reviewed: VF Kids, Alien 
Trilogy, Athlete Kings, Exhumed, 
NBA Action, Space Hulk, Keio Flying 
Squadron, Bust-A-Move, Story of 
Thor, PowerPlay Hockey. Showcases: 
Sega Ages, Cop 2, Soviet Strike, 
Plus: Shining Wisdom tips 


ISSUE #17 MAR 97 

Manx TT Exclusively Revealed! 
Reviewed: Die Hard Arcade, 
Grusader, Hexen, i Hard roa 
Grid Run, Andretti Racing, Til 

Soviet Strike, Showcases: 

Soviet trite, Fighters Mega, Di 
Hard Arcade. Tips: Tomb Raider 
part two. Exhumed Team Dols! 






ISSUE #23 SEPT 97 

Marvel Super Heroes exclusive! 
Reviewed: Resident Evi, Warcraft I, 
Williams’ Greatest Hits, Discworld 2. 
Previews: Touring Car, Grandia, Croc, 
Salamander Deluxe Pack! Showcased: 
Marvel Super Heroes, Resident Evi, 
ThunderForce V, Last Bron. House of 
the Dead Interview. Final Shining the 
Holy Ark guide! 


ISSUE #6 APR 96 

Reviewed: WipEout, Magic Carpet, 
Street Fighter Alpha, Shellshock, 
Valora Valley Gotf, Shining Wisdom, 
Gex, Showcases: Magic Carpet, Gun 
Griffon, MK3, Panzer Zwei, 
DarkStalkers/Vampire Hunter. Plus: 
VF2 Masterclass part three AND a 
cool WipEout guide. 





ISSUE #12 OCT 96 

Daytona CCE revealed! Reviewed: 
WorldWide Soccer '97, Fighting 
Vipers, Actua Golf, Destruction 
Derby, Blam! Machinehead, Bubble 
Bobble Pack, Highway 2000. Also 
included: Awesome NiGHTS guide 
that will blow you away. And! The 
dread arrival of The Master! 








ISSUE #17 MAR 97 

Manx TT Exclusively Revealed! 
Reviewed: Die Hard Arcade, 
Crusader, Hexen, Die Hard Trilogy, 
Grid Run, Andretti Racing, Tilt, 
Soviat Strike, Showcases: Hexen, 
Soviet Strike, Fighters MegaMix, Die 
Hard Arcade. Tips: Tomb Raider 
part two. Exhumed Team Dolls! 


Nukem 30, Last Bronx, Marvel Super 
Heroes and Frankenstein, Previews: 
SWWS ‘98, Quake and Formula Karts. 
Showcased: Croc, Duke Nukem 30 and 
Marvel Super Heroes. Coming Soon: 
Sonic R, Silhouette Mirage. Plus Last 
Bronx, Resident Evil and Wipeout guides! 









ISSUE #7 MAY 96 
FREE! REVIEW AND TIPS BOOK! 
NiGHTS revealed! Reviews: Euro ‘96, 
Panzer Zwei, Defcon 5, The Horde, 
Nightwarriors/Vampire Hunter, 
Revolution X, Alone in the Dark 2. 
VF2 masterclass: the penultimate 
edition. WipEout guide part two, 
plus all the X-Men moves too! 





ISSUE #13 NOV 96 

‘Amazing Street Fighter Alpha 2 cov 
erage! Reviewed: Street Fighter 
Alpha 2, World Series Baseball 2, 
Tomb Raider, Earthworm Jim 2, 
Impact Racing. Showcases: Vipers 
part 2 plus programmer interview, 
Tomb Raider. Plus: tips to get you 
all the way through Exhumed! 


ISSUE #17 MAR 97 

Manx TT Exclusively Revealed! 
Reviewed: Die Hard Arcade, 
Crusader, Hexen, Die Hard Trilogy, 
Grid Run, Andretti Racing, Tilt, 
Soviet Strike. Showcases: Hexen, 
Soviet Strike, Fighters MegaMix, Die 
Hard Arcade. Tips: Tomb Raider 
part two. Exhumed Team Dolls! 


HOW TO ORDER: 


So as you can see, you can't 
afford to be without ONE issue of 
our fine periodical. In fact, you'd 
have to be a lunatic! So... now, 
here's what you have to do. For 
every issue you want, 

specificy the ISSUE NUMBER, the 
MONTH, and the YEAR. Each mag 
costs the princely sum of £4.50, 
including P&P, Make cheques 
payable to EMAP IMAGES LTD. 
Send away to SEGA SATURN 
BACK ISSUES, Tower Publishing, 
Sovereign Park, Leicester LE87 
4PA. Alternatively you can give 
then a call on: 01858 435350. 


eae 





} Fora start, all of the features from the 
coin-op are present. Just about all the 
graphics have been crammed into the 
Saturn with varying degrees of success, 
Whereas Spider-Man, Wolverine and all 
of the small characters are nigh-on 
identical to the arcade game, the likes 
of Blackheart and Juggernaut have suf- 


MARVEL SUPER HEROES 


By Capcom 95% £44.99 


Okay... you've bought X-Men: Children of 
the Atom, you own Street Fighter Alpha 

2. Just why should you bother with 
Marvel Super Heroes? The answer to that 
is simple: MSH is quite simply the most 
stunning 2D fighting game that you can 
own. The original arcade machine was 
the most advanced use of Capcom's pro- 
prietary CPS-II coin-op board - a 2D mon- 
ster that shouldn't be possible on any 
home machine, Despite this, Capcom 
have performed wonders in bringing the 
arcade game home 















much to be honest. And if you're really 
upset about it, you can always get a 
RAM cart from your local importer to 
sort out these extremely minor graphi- 
cal deficiencies. 

The Internet newsgroups have 















DUKE NUKEM 3D 


By Sega 97% £49.99 


Everyone knew that Lobotomy Software would do 
a great job converting across Duke Nukem 3D 
from PC to Saturn... but when you actually sit 
down with the final game and get busy, you can't 
help but get completely blown away by what 
Seattle's finest coders have achieved. 

Fora start, every level from the PC version has made it across, virtually 
unchanged from the original. In fact, in some cases, the Saturn version looks better, 
thanks to the brilliant dynamic lighting effects that Lobotomy have added. Then 
there's the speed. The sheer fluidity of Saturn Duke will have you gasping with amaze- 
ment. Even Exhumed isn’t as smooth (or indeed as detailed) as Duke. Oh, and the PAL 
version is full-screen, full-speed too - 
another great achievement from the 
Lobotomy masters. 

But the showpiece of the Duke 
Nukem experience is the gameplay - 
just the way the entire game gels 
together. The range of weapons, the 
puzzles and the monsters that you face 
as you race through the 30-odd levels is 
just incredible! 

The final icing on one of the most 
delicious cakes we have ever clapped 
eyes on is the addition of Lobotomy’s 
multiplayer masterpiece, Death Tank! 
This game is reason enough to go out, 
buy a multitap and round up five mates 
for the ultimate in multiplayer gaming! 
You cannot avoid this game - to do so is 
to insult the Saturn and all it stands for! 

The decision is simple. Get the cash 
together, purchase this game and feel 
the power! 








fered slightly. It doesn't really matter too 


moaned consistently about slowdown in 


| the game, but to be honest, this is a non- 


issue if you aren't using the RAM cart. So 
our advice is simple: sit back and enjoy 
the most brilliant Capcom fighting game 
on the market. Fighting game purists 
may prefer Street Fighter Alpha 2 or King 
of Fighters, but for the average Saturn 
owner who wants the best characters, 
the best graphics and the most accessi- 
ble gameplay, you can't help but choose 
Marvel Super Heroes as the superior 
fighting experience. GET IT NOW! Ifit 
wasn't for the appearance of Duke 
Nukem this month, MSH would easily be 
Game of the Month! 


LAST BRONX 


By Sega 92% £44.99 


AM3°s first fighting foray was a celebrat- 
ed arcade experience in Japan - a graphi- 
cally brilliant slugfest featuring brutal 
weapons and violent, psychotic urban 
warriors. And it's frankly amazing just 
how close the Saturn version is. 

Last Bronx is the first fighting 
game since Virtua Fighter 2 to feature 
amazing high resolution visuals run- 
ning constantly at 60 frames per sec- 
ond. What's more, it's the first fighting 
game that actually surpasses VF2's 
stunning graphics: some of the 3D 
backgrounds are simply mind-blowing 

As a gameplay experience, Last 
Bronx is vastly different to VF and 
Fighting Vipers. In fact, it's probably 
closer to the Tekken series in terms of 
gameplay. However, the classiness of 
Last Bronx derives from the moves - this 
is quite clearly the most violent fighting 
game we've seen to date - Kurosawa 
(the man with the large stick) in partic- 
ular stands out as a completely nasty 
piece of work. 

The usual meticulous Sega work 
has been carried out in making PAL Last 
Bronx every bit as good as the NTSC orig- 
inal. Additionally, the game has been 
toughened up beyond all measure when 
compared to the Japanese import ver- 
sion. Last Bronx only comes on one disc 
in the UK as opposed to the Training 
Mode extra CD the Japanese received 
However, all of the good stuff from the 
second disc (such as a combo training 
mode) has been ported onto the basic 
one disc package. So that’s cool then. 

Overall, Last Bronx is amazing. It 
surpasses VF2 and Fighters MegaMix in 
terms of graphics and if you're a fight fan 











after a new Saturn experience, this game 
is the one for you. However, if you just 
want the best 3D fighting game, look at 
MegaMix and VF2 first. 


FRANKENSTEIN 


By Interplay £39.99 76% 


After the initial surprise generated by a 
completed Saturn game arriving with 
no prior warning whatsoever, even 
stranger events took place when we 
realised it was not the usual scrolling 
beat ‘em up that we normally expect 
from a licensed game, but one of those 
interactive puzzle games that PC own- 
ers seem to like so much. 

Frankenstein's monster is the star of 
the game, and players find themselves 
waking up in the body of said monster, 
without a clue as to what's happening 
It's a very original idea to be honest - 
there's no plot or explanation as such to 
start with, it’s just a case of examining 
each location for interesting items and 
waiting for the story to unfold. Clicking 
on parts of the scenery or curious looking 
objects usually turns up something help- 
ful, or some background information 
about the Doctor, and the mad scientist 
himself is on hand in the digitised form 
of top actor and quite-famous-bloke Tim 
Curry, who pops up with handy explana 





tions and tips to break up the large num- 
ber of still screens that make up the 
game's visuals. 

The graphics are a clever mix of 
still backgrounds with the occasional 
digitised clip shown over the top, which 
surprisingly works rather well. Click on 
some papers left lying on a table for 
example, and the Doctor suddenly 
appears and warns you to keep your 
prying eyes to yourself. 

After exploring the castle, players 
encounter the first puzzles - trying to acti- 
vate Frankenstein's lightning storage 
machine is one of them, and it's quite fun 
throwing switches and seeing what hap- 
pens, but these moments are a bit too far 
apart to really raise the interest level 

As it is, Frankenstein is just about 
bearable, and puzzle game fans may 
well enjoy the more cerebral challenge 
it presents, but | am contractually oblig- 
ed to say that the majority of Saturn 
owners will find this rather heavy going 
and should seek out more stimulating 


} leisure software. 
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Fans of Konami’s old Zombies Ate My 
Neighbours will be well at home with Herc’s 
Adventures. The concept is nigh-on identical 
(bar the setting) and the exact same team 
behind the old Megadrive and Super NES classic 
coded up this new game. 


Dear Newsagent, 


SEGA SATURN MAGAZINE. It’s more than just a mere “maga- 
zine”. tis an essential part of my very being - as important as 
breathing, no less. So please put this fine journal aside for me 
ona monthly basis. That’s if you stock it, of course. 


NAME 
ADDRESS 





has been producing awesome graphical adventures for longer than most mostly due to the upsurge in popularity of the 

of our readers have been breathing. With such legendary titles as Indiana mythical character, thanks to the enjoyable 
Jones and the Fate of Atlantis, Monkey Island and Day of the Tentacle under its Hercules: The Legendary Journeys TV show. 
belt, LucasArts has a proven track record when it comes to delivering humourous, 
slick and playable adventure games. 

In an effort to further expand its talents, LucasArts has recently completed 
work on Herc’s Adventures, a sprawling cartoon-tinged game that at first glance 
could almost be mistaken for a Disney title (by the way, there’s no connection to 
Disney’s forthcoming Hercules animated film or PlayStation game). The difference 
here is that LucasArts has foregone the text-heavy elements of its past games and 
concentrated on more light-hearted and action-packed moments. The result is a a 
witty and enjoyable Satu title that mixes puzzle-solving and sword play with 
magical powers and Greek mythology. Although Herc’s Adventures doesn't exactly 
push the Saturn's hardware to the limit, it's clear that LucasArts has exploited the 
machine's proven 2D abilities to produce incredible animations whether they 
monstrous giants or sultry sirens. Players explore a series of increasingly bizarre 
worlds on a quest to stop the devious Hades from stealing Spring. With super 
human strength and the odd magical weapon or two, Herc battles barbarians, sea 
serpents, Cyclops and Ray Harryhausen-style skeletons in order to save the day. 

Already out in the US, Herc’s Adventures was due to be released in the UK in 
September by Virgin Interactive. However, a slimming down of the company’s 
Satur titles means that this impressive LucasArts game has slipped into “release 
limbo.” With Virgin handing some titles to Sega (witness Resident Evil) and com- 
pletely ignoring others (MegaMan X4), it remains to be seen whether Herc’s 
Adventures will ever see the light of day over here. 

If you're lucky enough to own an import machine (or an adapted PAL Saturn), 
we definitely recommend picking up a US version of the game. If you're a player 
who recognises quality programming and enjoys tongue-in-cheek humour, Herc’s 
Adventures is definitely for you. 


f\ Ithough better known for its quality Star Wars-themed titles, LucasArts Herc’s Adventures has been brought about 
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PRICES INCLUDE 
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gpugitiran torenoy oe Tony aenre rom Gamepipy are fully avercntecd by 3 


sa fault a th in the guaran eg 
iod, we are the ONLY mail order cor 
FCOLLECT PROM YOUR DOOR AND RERACET 


ier machine devel 


& Daytona USA or THEME PARK 


& THUNDERHAWK 2. 


& Toms RAIDER OR 
& DOOM. 


& Seca Ratty or WorLpwibE Soccer “97 or Euro ‘96. 


& Die Harp Tritocy & Prepator GUN. 

AT THE SAME TIME AS A SATURN venoFOR JUST 
‘AT THE SAME TIME AS A SATURN.FOR JUST 
AT THE SAME TIME AS A SATURN .nsnnnenFOR JUST 


DARK SAVIOUR 


TO Pin Auy 
30 Lenwinas: 

‘Actua Soccer C.us Eoirion 
‘Actua Gour 

‘Actua Tents 

‘ALONE IN THE Date 2 
“ANDRETT RACING. 

‘Asta 51 

‘Aran Gueaiest Hits 

Barus Monsters 

Bare STATIONS, 

Brom 

Buck Dawn. 

Buss! MACHINEHEAD 
Bowscauap 

Busse Borate 8 Ransow isan 
Buc Too! 

Bust A Move 3 

Bust A Move 3 

Caster 

Clockwork Knick 2 


‘AUSTRALIAN RUGBY LEAGUE... 
Beavis & BUTTHEAD .... 
BRUTAL PAWS OF Fury 
Fira Soccer ‘95 ...... 
Gaunmier 4... 





ITERNATIONAL SuPexsear Soccer Deluxe £31.99 


Meca Games 1 - Worio Cur Irauia “ 
‘Couumns, Super HANG ON, 
NHL Hocxey ‘95... 
PGA Tour Gour 2 
PGA Tour Goir 3 
PHANTOM 2040 ... 
PREMIER MANAGER '97 
Rucay Wort Cur ‘95 .. 


SALES HOTLINES 
OPEN SEVEN DAYS A WEE 


10aen-7pm SATURDAY, 10om-pm SUNDAY. 
/ANSWERPHONES ALL OTHER TIMES. 


wl ‘ORDER BY CREDIT CARD, CHEQUE, POSTAL 


1 LUNES OPEN 9am 8pm MONDAY - FRIDAY, 


‘ORDERS OR CASH (PLEASE SEND CASH INA 
REGISTERED ENVELOPE FOR YOUR OWN 
PROTECTION), 


NO QUIBBLE EXCHANGE POLICY - IF YOU 
ARE UNHAPPY WITH YOUR PURCHASE FOR 
ANY REASON, SIMPLY RETURN THE ITEM IN. 
PERFECT CONDITION WITHIN 48 HOURS OF 
RECEIPT BY RECORDED DELIVERY AND 
SUBJECT TO A FEE (10% OR MIN £4), WE 
WILL SWOP IT FOR ANOTHER ITEM. (THIS 
(OFFER APPLIES ONLY TO ITEMS USTED IN 
OUR MOST CURRENT ADVERTS AND 
EXCLUDES ITEMS BOUGHT TO ORDER). 


£15.99 
£19.99 




















SATURN GAMES 


Conquest Ea 
Chimewave 
Croc 

Cus 

Gaver Kiuek 
Darcucet Contucr 





Datk Saviour 

Davrona RACING. 

Daytona USA: CCE 

Dercon 5 

Destauction Desey 

Die Hato Arcane. 

Dit Haro Tetoor. 

Dit Haro Tetocy & 

Discwonto 2 

Doom 

Draconrorce 

Dune Nuxew 30... 

Euro 96. 

Exwuneo, 

FIFA Soccer “97 . 

FIFA RoAp To THE 

FiGHTERs Mecawls 

Figurine Force 

FIGHTING Viens. 

Frank THOoMas BASEBALL 

Gauactic ATTACK 

Ge 

Gouen Axe tHe Bue 

Gro RUN, 

Guasoian Hexoes 

GunctiFron 

Harocore 4X4 

Hows 

Hichway 2000 

IMPACT RACING 
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Inteenarionat Victory Goat 

Jonay Lomu Russ} 

Kine oF THe FicwTers “95 

Lost Vinings 2 

Mass DESTRUCTION 

cic Car 
SION OF HIDDEN SOULS 

MANX TT 


isDATOR GUN 


HEA 97 


TOMMY LASORDA BASEBALL. 
Virtua eh 

WoRMs... 
‘Action Rerat Pro Cheat Canrnoce £38.99 


Puase 9 Grapuate Pao - Turso-Fil 
‘AUTO-FIRE & SLOW MOTION 











‘ORDER WITH CONFIDENCE FROM ONE OF THE 
LARGEST DISTRIBUTORS IN THE COUNTRY - OVER 
‘500,000 SOFTWARE ITEMS SUPPLED SO FAR! 


‘SERVIGES AROUND, 2.3 WORKING DAYS 
[MAXDUM_ ON GAMES, NEXT WORKING DAY ON 
(MACHINES. (PLEASE ALLOW 7 DAYS FOR 
(CLEARANCE IF SENDING A CHEQUE & CALL TO 
(CHECK AVAILABILITY BEFORE ORDERING) 


wl \WE PROVIDE ONE OF THE FASTEST DEUVERY 


1ST CLASS DELIVERY FREE OF CHARGE TO 


Pizcewecos 


DELIVERY £4.00. PLEASE ORDER BEFORE 3PM 
TO ENSURE IMMEDIATE DESPATCH, 


4 1000'S OF TITLES AVAILABLE, IF YOU CANT SEE 


THE TEM YOU WANT, PLEASE RING AS STOCK 
ARRIVES DAILY. SOFTWARE AND ACCESSORIES 
AVAILABLE FOR ALL MACHINES. 
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SOVIET STRIKE 


Manver SuPen Fisoes| 
MEGAMAN X3 

‘Mortal Konsar 3 (Uinimare M3} 
‘Mortal Kowsar Tetosy 
Ma. Bones 

vsran 

NASCAR ‘98 

NBA Live "97 ssc 
NBA Live ‘98 

NBA AcTiON. 

Nexo For Srte0 

NFL Mapoen 97. 
NEL Mapoen ‘98 

NFL Quanresaack Clu 
NHL Hockey 

NHL Hocker ‘97... 
NHL Hockey ‘98 
PANoOwWONIUM 

Panzex Deacon 
Panzéx Diacoo’ 2 
Penaue Beach Gour 
PGA Tour Gour '97 
Piveaut Gear 
Premier Manacte 98 
Powetptay HOCKEY 
Puma RAGE 

Pro Pina: THe Wes. 
TOMB RAIDER 


Ravan 
RewoAved 

Resioenr Evi. 

‘ta Bass FsHiNG 

Seca Rauty 

Stoa Wonowioe Soccer 97... 

Stoa Wontowioe Soccer '98..£CALL ~ ‘guest 
SHINING IN THE Hoy ARk 

Shinn Wisoom £1199 
Stings! £19.99 
Shockwave Assadi £17.99 
SKELETON Watnons. £33.99 
Suan W Jaw '96. £31.99 
Sonic 3D £35.99 
Sonic Jam £30.99 
Sovier Sree 24.99 
Space Hux 16.99 


PLAYSTATION 


AVAILABLE AT 
BRITAIN’S 
LOWEST PRICES. 
PLEASE CALL 


Aun Trilocy.. 
Coot Boarvers 
Micro MACHINES 3 .... 
RESIDENT EVI 

Toms RAIDER 
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‘Cut out this order form and post to : 
AMEPLAY, UNIT 3 TAVERNERS WALK, 
NORTH STREET, LEEDS, LS7 1AH. 











Sror Goes To Hourwooo £22.99 
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Suree Puzzie Fichiex 2 £26.99 


Swacna 
Tenrest 2000 
THEME PARK oc 
Thaee Ouary Owanv 
THUNDERHAWK 2. 
Terms Pius 

Tu 

Toms Raioer 
Torco 

Tosinoew UA. 


MIRTUA FIGHTER KIDZ VIRTUA COP2 





£25.99 








Tush ir £36.99 
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Wereour 2697 
Wortn Cur GotF PRO EDITION .seeee B14, 
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RETROMAGS 


Ta OR On Ca ECC RMON ECE reals 
from years gone by, before they are lost forever. 


Thanks goes out to everyone who makes this possible. 
Starting with the original writers and editors, 
to all the people involved in acquiring and 
digitizing these magazines. 





People interested tn helping us out, 


in whichever way possible. cL 
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CU Ce 
if you come across people trying 
BOR Buea 
DO NOT SUPPORT THEM! 


THANK YOU! 





